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Chad MacPhee SLGreg Oppedisatio 

Strange, red-armed devil creatures are kidnapping inno¬ 
cent townslolk, and the town’s guardian is missing A 
D&D adventure for four 9th4evel characters but scab- 
ble for levels 7-14. 


ovember/December 2002 

Vol. XVI, No. 5 Issue #95 


Bradley Schell 

Heredity can lead you to dangerous and dark deeds, 
especially if you’re a half-fiend. A D&D Side Trek adven¬ 
ture for four 4th-level characters but scalable for levels 
2 - 6 . 


THREATS: 



Mike Mearls 



Russell Brown 



This once-mighty demon lord has fallen far, but his pas¬ 
sion for slaying adventurers can make him a deadly and 
implacable foe. 


Sabotage! Workers on the new temple of Kord are being 
injured or killed at an alarming rate, but is the witch of 
serpent bridge to blame? A D&D adventure for four 
3rd-level characters bur scalable for levels 1-7. 


CRITICAL THREATS: 



Matthew Sernett 

The githyanki pursue goals alien to most on the Prime 
Material Plane, This super agent is prepared to betray 
anyone to further the Lich Queen's cause. 


■ PORPHYRY HOUSE ' 

HORROR _6Z 

James Jacobs 

Only the depraved survive the streets of Scuttlecove for 
long, but now a dark force has surfaced in the town's 
most popular attraction, making even this city crave 
calmer days. A D&D adventure for four lOth-level char¬ 
acters but scalable for levels 7-15 and beyond 

‘'Porphyry House Horror” is an adventure featuring 
mature content in support of the new Bock of 
ness. It is presented in a special sealed section. 


Death 

Grinn'iJ hom'tk a io hear 

His/timine should be/i lid, 

—/ohn Milton 
Paradise Lost. Book ii. Line 845. 

I 

COVER . ■ ^ 

when xil! iiitarfe, no one is sa/e. The ciiizem of Halca's Rearfi that lesson thr hard way in "The Jackal*s Redemption." 
Rirhcird Wfu'ttrn hos captured the teiTor toivns/olk as the xill herd them to eeiiain doom on a d/slant plane. 
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LETTE RS 


Tell us vvhcir vou think ot this issues adventures. Write to: 

t 

Letters^ Du>Jt;tON' MtigaziuCt 3245 t46Tli Place SE, Suite 110, 
Bellevue, WA 98007 or send an email to dungeon^ paizopublishingxom. 


YES, IT S #94. 

NOT #9?. 

What's the story? T just got the 
huesr issue ot Du.NCEON/PoLVFff- 
UREW. It is numbered #92 on the 
spine, btit J'm sure it is issue #94. 
And what’s up with the cover for 
PoLYHEnRc^N being hidden way back 
on page 42 in the mitidle o f the 

World section? 

I have had a subscription to Dun- 
CLOS- for at least three years, plus a 
three-year membership to the 
RPGA which I understand was 
added to the end ot my DljjVceon 


subscription, Heiw do 1. find out 
how far out my current subscription 
to DUNULOK goes? I love the maga¬ 
zine (I have every isSLie to date) and 
would like to know it there is a lile- 
time subscription available, or it 1 
can add to my current suhscriplion 
for, say, an additional twenty years or 
so at the current subscription price? 

What is the possibility of having 
tactical maps as inserts in tutu re 
issues, or available as downloads on 
the website? 

Ted Albert 
Via Email 


<5igh> \V<ir wc [k'rjifcijtally prmk'd llrr 
teraug pnujiher rut tfir 

N'lkutb lo eikUTOir—ter fftran eve tv- 
one— h.'Itc leroir iff In (rll us nhiiuf I hr 
fFUsfiik'c, Wc appivrftilL' il. Rrelfv. Thr 
rrn<:ttu wc sekrird TVd'^ Iclk’rin ptFuiruk 
of ail i hr eIhcIhai f t gi vea ji> an 
egperfiouty k? Icl /alks kutJtv fhai the 
^Jub^rnpliOFT rnFUerl n?/nn!!iifren hasjr'l 
rlitiFrged uuiij flu’ u-higiuiFFr’s reriuil 
inniT In Pai'zn Pu hi idling. All 
ntriudfug hmv many yrnrs arr fr/l ou 
vnur sub and hnu' fir you mu rxh'ud if 
ca u ^i I d d 1 rrefCii to du ugcoii@'pesp u b- 
Imfe.foni As (nr a ((/rhiur subsrrrpijon, 
FKdbmg is autiflahlr yrf uof' is anything 
likrly k) m (lir iFmr fuiruv. As/or kirtiod 
maps, tvrhv no I <pnk’ sin\^ ndnif yen 
mmn. Can an ye nr rlalnn-iiir? 

GAMMA WORLD 

1 was totally psyched to see that the 
September/October PoiViFEnRON 
mini-game was the long awaited, 
much anticipated d20 incarnation of 
Gamma World. And let me tell you, 
Jonathan iweet’s Omega World 
trumped my highest expectations. 
Mr. Tweet has listened to the masses 
(and probably his own muse) and 
boldly resurrected all the camp and 
madness of the earlier versions ol 
Gamma World. Moreover, he did this 
while rendering it in a brand new 
variant of the d20 System. What 
could so easily have been a disaster is 
instead a resounding success. The 
cam pi ness complements the rules 
and vice-versa. Wow[ 

Sure, 1 have complaints, but they 
all stem from the simple tact that the 
game rocks! Witness: 



SLAUGHTER. DEATH 
AND SOME REALLY 
FABULOUS PRIZES... 




Get YOUR gear on and get ready for combat! 

X crawl: Adventures in the Xtreme Dungeon Cravl League’"" 

Tilt' ftL-sv gAirn.-" \vL>rld whi^rt' (hv hi/rtiii; .nivL'nlurers .iri.' i.'s:lri:'inL‘ .■i'pnTls bL‘ thij best’-I d ii'i'in ih.it 

primt; Ji’a], r\ni tn rni'nli^rt a iiippiy lH' car wj\-"t'e.inntif .idv-s^ntun-rs th,:ir way ihrouji^ti aiinROLHis 

hove been dt.'^ij;nva milv mie thinij in mbidr keeping ihc judienev h.ipp>v Sn ynii fight for their enlerttilnmenl.. 
iiiid ytui sunlvt! for the monw, but if you die-'vuu die. 

Sei In .in .iltern.itL' VLT>ion ut tnirlh. whi're the domin.inj L-e>unfrv is the Nurlh .'\merii:ciii Kinpire, XcmwI fdmblne,^ n,:tiijn 
nnd shd-urtiGiiUnp iti j manner uiiFike Liny yon'vf^ seen hefure. 


The 2 'Hl-p.lfie h.irdcoeer votumL! wit I Cunt,lit! ilev^' ruteSr tlCW spells, new new fe.ibi, neiv prestige U.lSiSes, ,ind 

inuch, much mevre. 


Your Next Adveniure WILL Be Televised 

For jimri- intrk viF-tfe TvwW|.pi.in:^l.ibv,u!.<om 







riP P.al^hriAJ I'liMlyi lllHI. L Q 2P4L2 

t¥m- btu* .WT Ira if jrtA urewni h >4 !lw 4 ‘wpN ^ «n- —^ ^ ^ Svi mm Iki 

4 PUUhJ JlP pi ^U.UIJjrJt.b4ni 
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A Resource /oj" cj Cybejiietic Future? 


1) W h i 1 e 0 1 ; c; i:o v is pf i nto d o n 

impressive stock k>r ti pei iodicul, 
liow cnn I possibly use ;nid reuse this 
giime without it becoming ;i miniii- 

ture 

2) Where’s the okicial Onrrga 


JOTJa^luiU TliYCf UiTIled CaS\Ms\ WOHiV 


prrsif (hr trpr e/ ??ra/rntii \oiivc mpfcsf- 
r}]g. Hi^pprlv. .')Tem (Ur wem! dLizen uiU- 
f p f- p r n il (' A A i M A Wi ' H i I) \ M p pi r m r u i s 


tjofeeth', fi7r as u'cVe ei7PTerni,:d. by 
tug en Ihc hfu uml ziutuiess ef erigirral 
r^seamiTfairu Wr'rrkiffj liinHed uud hunt- frujii pm^rous (dit/tJfis ef l/u gi07h biul 
b/tiJ by tke irt'T»e?!deits s[7ppv>Tl (be ga^m' exui-tfv ivh.it yi^iv re leoloJtg far. 

Ims me I mi in Idtm and an anhrie me-J- Uv’ fhe Omega World ndes icjIIj Hi a I 

niafendl, anj yoii dicndj be gtW ia gi\ 


r r 


frivolous desire for cool genre art- 
worki 1 need something quite a bit 
ditlereiit than a D&D character 


sage Eviunk id ms t 
any af CA\tsi\ \V < 'iutib mtiimv imurMU- 
iM>n5 siurufd rherk oui wiiPte.gtxmma- 
worM20.com, an riMiiiir reMiMUoniv of 


sheet to keep track ol the game's /WfateritdECUftJMr cm ifurua^i 


mutations and reseiwe points. 

3) what about an introductorv 

pi 

adventure or the requisite map ol a 
vaguely recogni/ablej yei hiEleously 
Jelormed North American ct>nti¬ 
ne nt? I want it! I want itf 

I know it’s unreasonable to expect 
a magazine with a page count and a 
subscription price to be able to 
address these gripes. My ojtly point 


Ntmc on to veto' tfHLylEOM^! 

I j Mugarnu'i are nicoMi io he rcutf 


. f sii 


an mv 


-TV? 


iopii'i of (hr ;>>uc tn Save one 

for AollcrIron purposes dnd i^sc Htc efher 
one m vour gOJNo It von tov a Mtdguzmr 
t’i rough Hiaf rf Hu ms rMto an lS'-HI) pbinH 
an rvfra ST.99 n a smaU pnre Jo inyv for 
snrh a s^icMfint nian'd. 

2; We sftirJed itork on an Omega 
is: the game was lhal good. 1 want it in World charader dirrH but had io ad if 
a box. Any chance ot that? af fhr hi>f MiiMidf for space reasons. 

Were ho (IT Mil fo throie a buiiLh lm a 


David Neuschulz 

Chatham, NJ Carnc charadtT slk'ck on the 


1 have been a subscriber lor a year 
and a half now, and 1 want to thank 
you (or an excellent iorum of 

les! 1 particularly like 
you provide. 1 habittially 
e best ones as visual aidt.’s 
tor my players. Praises all arotEnd to 
your artists, especially Ron Spenctu'. 
Ant lion v Waters, Chuck Lukacs, and 


m 




always 

c a r t o g r a p b y b y C ii r i s t o p h e r We s t 
and others is also a bimonthly joy. 
Please pay them well or at least 
them more corporate 




1 0 


k- 


PoLV!iLDRL7>i tdiJor £nh AfoMO ivvpnds: 


liihing.fom site ui dtEirl order. 

}) We srMrplydrdfPl hiuc fhr space fo I like the art very much, 1 am 


'tilO System' and the d20 System logo die TrademdrNs owned 
by Wizai'ds of the Coast and are used with permission. 


Globally, the 21^^ century was beset by the 
threat of another devastating World War, ^ 
Second Great Depression, the first functional 
cybernetic implants, the development of Full 
Immersion Internet Communications, the rise 
of the Megacorps and constant global attacks 
from a vicious terrorist alliance dedicated to 
attacking your populated city streets. 


That was yesterday. 


What will tomorrow look like through your 
mirrorshades? 


Live FasL Fight hard 

Die with a gun in your hand. 


Available Fait 2002 


Digital Gum: A fi^sGurce fot a Cybernetic future is capy^igKt 
2002 by Li^iinig Room Ganges, iNC, Afl Rights Reserved. 
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mayed fhat tlie new iormat is spoiling 
otherwise mega-coo I art work with 
whar [ can only term ‘'section tabs.'' 
While they Ve quire handy for finding 
a particular adventure in a given 
they can spoil beautiful artwork. Can't 
you leave them off of art pages, please? 
Take a look at p^age 14 of issue #93—it 
completely ruins the effect! The same 
is true of page 38! And you can't just 
cut out the adventure "stamp"' without 
screwing up the pictures! Issue #94 
has the same problem: page 16 has the 
name of the adventure stamped righr 
on the door the monster is emerging 
from, ''Uhh, guys, this is what you see 
. * * pay no attention to this black blob 
over here that 1 scri bbled vvi fh a 
marker. It s just ulihli,,. a shadow .. 

Not cool You go to the trouble of 
hiring excellent artists, pay em, print 
your magazine in beautiful colors, 
and then ruin the pictures with tabs 
and page numbers! give this 


some attention. 


James Thomas 
Roseville, CA 


Ssooiic Tkrus? 

Need THE New SniPF Too? 

D&D0 JKDEomoB 

d20 

AJMd>92mEomm 
ADftD® IfrEonioif 
BahcDAD# 






htt|K//www.lii tpoiiite.com 




DiiM.ADftDeMd 


Tlkitkiui rdcu* fajiiis, Pt (ad. 

w€ jEhr it io murk Lltfit (vr it nustifufrd the 
dwngr !M dns vcr\- uy /rirtrn^ \XV 

really dt?! rbr futvr sonu’ ultas 

regardnig diangrs fhcy ErcadJ iEkr fa hy? 


PLEASE 



I would like to give you my opinion 
about the recent price increase tor 
DuNGEOiV/PoLVfrrnRriN; magazines. I 
understand that including FolyuL' 
DROK has caused the price to be 
raised . . . or possibly that [IUjVCLPN 
would need a price increase anyway 
Inflation does happen, and prices 
have ro increase to match it. How¬ 
ever, 1 do not agree with it. 1 do not 
read FaLYlR'[>RriK and am not inter¬ 
ested in it. 1 am, in essence, paying 
for an additional magazine I have 
never even opened. 

Not one issue have 1 even glanced 
at the PoLVHLnKON material. It may 
be fine material, and Tm sure it is it it 
is up ro Dunclok and Dracos Maga- 
iine standards, as 1 really enjoy those 
two. However, now Tm paying for 
something that 1 don't use. 

Why not separate the two? It does- 


thy (puesf for 






Endefh Here. 



Find those rare .games, and aEso up 1o 50% 
on retaif products! Wo buy, sc El and trade tor new 
and oul-of-print RPG's. ftftiniatures snd Wargamet- 
Vlew our Dnline jnyenlory of over 15,000 products ax 

WWW. noblokn ight. com 
Or writ? tor i free caiaiog to 

2219 Green Valley Dr, JanesvHle, Wl, 53545 
Thousands of gamers can't 13# wrongT 
Satisfaction is guaranload! 



n't even mean any extra^ expensive 
cover art, since you put a flip-side 
cover on if anyway Then, those who 
\v e re i n te re steel i n Pe.^ j. v n l n ro sj co u Id 
buy it. Those interested in Oonoe on' 

could biiv it.Those interested in both 

■ ' 

could buv both. Heck, vou could 

V I* 

probably even charge SS^)9 for Oi'S'- 
or:n.\’ alone and then another S3-99 
for Poiv]J!:r>RD.\, for a total of more 
than the $7.99 they are together. I 
think, though, that the reason this 
has nor been done is that Folyheuror 
does nor have a big entiugh audience 
ro make it on its own without being 
attached ro another magazine that 
has a guaranteed readership. 

I don't appreciate shelling out a 
couple of extra bucks a month for a 
magazine that I’m not going ro read 
just to get a magazine that I will read. 
In the future, 1 am seriously consid¬ 
ering not buying either as a result. 
Making a buck is one thing, and it's 
great business and capitalism at its 
best to promote a product and gain 
some audience tor it. But selling a 
product someone doesn’t want 
tacked onto a product someone does 
and making them pay extra for it is 
not good business. 

Calinda Lucas 
Via Email 

We uwdd kitiily fkaf Mere you 

fferitit' PolyMLDRON isn’t lecirfh ymn 
meney thaf you arfualfy loab ihroEigh il 
if you kaee r.Yp/errd ionuTliing and 
faEfud if tuif to your liking, fkaf's vour 
fircrogahiY. Buf io disriumf 'EOineflTing 

oufnghf unfhouf artuaify leamnig akouf 

it r5, iveh, jU5f pLuu silh'. 



1 noticed that in the "Table Talk" 
column in PoLViJinKON tfl53T Johnny 
Wilson promised us a d2tJ Mini-Game 
in every issue. Although IVe enjoyed a 
number of the Mini-Games in Pluyul- 
uRON since it was incorporated into 
the pages of Dejncu'OK Magaiuh', per¬ 
haps it’s rime to give it a break and 
include some other conrent/Phere are 






























BRING MORE TO THE TABLE 
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COUNTER PACKS 



FDP 4000 

Demons 8i Devils 


FDP 4001 

Tribes, Clans & Cults 




Demons 

&[)KVIDS 

COUNTEn FA-ENi 


FDP 4002 

Dwellers in Dungeons 8t 

Darkness 


FDP 4003 

Eldritch Horrors & Occult 




OVER 200 COUNTERS 
hNCLUOED' 
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ART BY CLAUDIO POZAS 
www.fierydragon.com 


a variety oi d'lO products on the market, and n wide variety 
of genres represented. Perhaps a greater varier>' of generic: 
d20 content could be covered each issue with articles 
designed to Lx" of use to other d 20 games like Ward 

Wars, and the like—perhaps reprinting relevant hits of 


new Open Game Content from those games with the arri- 
cle/the Mink Games are fine, hut definitely have a mono- 
iithic aspect to them—either yon want to play Spelliam- 
MER, or you pretty much ignore that entire issue of 
PL^ynLORON, A greater variety of content reaching out to 
touch new games and not simply Wii^ards' out of print 
backiist would be a definite step forward in the open spirit 



Ernest Mueller 


Via 



Ird: rL5ffieud^: Leek fer MoToGemes (e fenfumr imhi ilir lioil 
Jt’tidi efdit' touucrse, Ind ihiil docmt meeM there ieeM*f hr rootn 
/er edur asntrrd. UViTgef Qdl ef Olmdu^ imd OrlhJ Cnvn 
[Tihv/dioT5 in [tpcemiHg as inere l>u- 

hiihvf' eriiflrs Ifirtl higkiig/t/ d2(i5vskm nuroiAdten /rem tiir 
mdustry at large. The ugh we've mu vitrei SriMjAAfMLK ami 
C,VM ,\3 A WoRLo m PoLYHFnROX’s fird **FU'ie fermaf yran it‘5 
u'erih nolmg lhal Pulp I leroes, Shadow Chasers,Thunder- 
ball Rally, and Mecha Crusade are rempltdriy never- 
Mbre-Si*eM pvopeities and arc net based eti iincjeni TSR er 
iirds of tfie Cea.T releases. Afakmg a thinf or fewer of (he yetivs 
Mmi-Cames '‘throtvbarks’ k> f>epidar{al[vd deail) se(tmg^< and 
g(itue% ^^Inkes me a> a goed baianre, but I'm ^eriaitdy ink reeled 
to hear from readers uhe think fhafk teo much. 



In light of the recent publisher and price changes, 1 fig¬ 
ured ['d better send in this email. For the record, the only 
reason 1 buy this magazine (and w^hy it's the only gaming 
magazine to which iVe ever subscribed) is because of 
PoLYJ JLORONkdlO newSr MinhCameS) and similar content. 
My RPGA days are behind me, and while the Dungeon 
adventures are increasingly well-crahed, fm just not very 
interested in more stock’' L^&D adventures, as such. Been 
there, Seen those. Write my OAvn, thanks, 

I'm here because of the d20 news, previews, reviews, 
and Mini-Cames/rhe d20 game system presents a poten¬ 
tially huge creative canvas for gaming, and Vm interested 
in seeing what people are doing with d20 and the Open 
Gaming License besides standard medieval-fantasy 
T get the feeling sometimes that other readers feel as 
though PoiVf iroKON is merely '"taking space" away from 
DL?NCiC>.N' (even though it's been made clear that Duncieo.n 
has lost no pages to PoivurnROK); I just wanted to assure 
Erik, and remind the publisher, that some of us out here 
only pay our money because of the d20 system content. 

Malcolm J. MacDonald 
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ARTWORK BY RICHARD WHI7TERS 



BY KYLE'HUNTER AND 




A 


ic Items ^ Monsters ^ NPCs 



5(?rilejrients Traps 


“ rhe Jackals RedempiioiV' is a high-level D&D adventure 
designed for lour 9tlvlevel characiers. The module can 
easily accommodate parties from 7th to I4th level using 
the ' Scaling the Adventure" sidebar. The adventure 
begins on the road to Haleas Reach, a small town that 
should Hr into just about any campaign. From there the 
aElventure shifts to a erinyes's lair guarded by xills on the 
Bieak Eternity ot Gehenna^ an evil plane that neighbors 
both Hades and the Nine Hells, PCs who survive the 
adventure will be well on their way to achieving their 
next level. The party should include a solid fighter ty pe 
who can hold his or her own in combat, and a wi/.ard 
would prove qitite valuable. 





It is recommended that you read up on the combat capa- 
bi 1 i f i e s of xi 11s (Af e fi s h’ r Ma u u a I page 187) b efore p la yi ng 
this adventuret as their abilities can be complicated to uti- 
i/e electiveiy in combat. You might also want to read the 
section on Gehenna in the MiimmI qf llir Plumes (page Ill) 
if: you want to extend this adventure or plant the seeds lor 
juture planar adventures. 


_ ADVENTURE SUMMARY 

The PCs are traveling near Haleas Reach, a small town of 
little renown. They notice the phasing lowenol; the 
wizard Be I rath and are attacked by a gang of xills on the 


outskirts ot town near a hum cottage. 

Once in town, the characters should investigate the 
phasing lower in hopes of solving its mysteries. l.^*the 
party needs a push, the mayor of Halea's Reach, Darwyn 
Hemisal, arranges to meet the characters oV'^era meafind 


disappearing, and that the tower's owner, tne res 
wizard of the area named Bel rath the Jackal, is also 

V 

nowhere to be found. His new bride, a beautiful tl reciu“ 
sive woman named Kasinine, has also vanished/Fwo ot 
the town’s adventurers and former conipaniojis of Bel- 
rath, Calahir Olwain and Albie Chibaid, entered the 
tower nearly a week prior and have not been seen since. 

[he mayor implores the party to lind the missing 
people, destroy ihe red demons, and stop the tower Irom 
disappearing,The rapidly depopulating town is com¬ 
pletely at the mercy of the xilLs. The mayor suggests that 
the PC.s begin their investigation in the most obvious of 
places: Be I rath’s tower. 

The PCs who attempi the tower find it pioiected by 
magical traps and the tower’s remaining occupants: a 
flesh golem and other creatures set to guard the tower 
against intruders. They also encounter the bodies ol the 
two missing adventurers who entered the tower the 
week before. Eelrath abandoned his tower on Gehenna 
and issued the golem’s last command, which was to 
defend the tower from al! intruders. The PCs discover 
clues leading to a solution of the mysteries of the disap¬ 
pearing tower and begin to unravel the true identity of 
Bel rath’s bride. 

The tower continues to phase between planes when 
the characters are inside, and ai some point they probably 
exit on the Bleak Eternity of Gehenna. The tower appears 
in a large volcanic cavern that comprises the planar hide¬ 
out of Kasmine, a erinyes imeni on corrupting Bel rath 
and gaining more power on the Prime Material Plane, 
and a small group of xills, i he PCs htive the opporiunity 
to exterminate the xills and explore some of the sur¬ 
rounding area. With luck, they rescue and heal the egg- 
infested townsfolk, save the wizard Behath^ and defeat 


explain that multiarmed red “demons’ appear, attack, and the erinyes Kasmine. 
disappear with the people of the town in custody. The 
resulting fear has created a mass exodus. He explains that 
the “demons ” began appearing when the tower started 


u ! 
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BEGINNING THE 



alien from grace since he unknowingly sinned nssocian 



Halea's Reach is home fo the talented and bold Lkdrnih 
the Jackalf a wizard ol much local renown. Belrnth had d’he PCs arrive m rhe town of llalea's Reach, an average 

sort of plate except for the wizard’s rower cresting the 
large hill north of the town that continues to eerily phase 
in and out of view, ftalea’s Reach has at least one other 
probleiTi; Shortly after the tower started phasings people 
started disappearing. The disappearances were bad 
enough, but wbat really frightened the residents of 
Halea's Reach were rhe creatures behind the disappear¬ 
ances^ they appeared, grabbed people, and then van¬ 
ished with them in broad daylight. 

The adventure begins when the PCs have nearly 
arrived at the village. The season is noi important to the 
plot, but the weather should be clear so that the charac¬ 
ters can see the phasing tower on the hill at a reasonable 
distance from the town. The tower atop the hill is 120 feet 
tall and visible from a distance of at least ten miles from 
the town. The lower phases like clockwork from the 
Prime Material Plane to Gehenna every 3 minutes. 


ing with, and later marrying, Kasmine (a erinyes, 
although Belrath was certainly not aware of it at the time 
of the wedding). Kasmine presently has a number of 
plots brewing. She is '"growing" a gang of xills to guard 
her planar hideout and aid her in other fiendish endeav¬ 
ors, including more martial excursions on the Prime 
Material Plane. At the same time, she has succeeded in 
partially corrupting Belrath from neutral good to chaotic 
neutral She hopes to eventually either turn him evil or 
drive him insane, whichever proves entertaining when 
rhe rime comes.The two plots were meshing nicely when 
Kasmine realized that she needed a steady supply of 
living hosts for [he eggs of her xill guards. 

Kasmine also needed time to corrupt Belrath and find 
a way for the spe 11caster to travel the planes without 
making him suspicious by using her power. She told Bel¬ 
rath she was plane touched and that her mother was 
imprisoned on Gehenna. Belraths good naiure was easily 
led to want to help this beautiful young lady reunite with 
her mother. From there Kasmine manipulated him away 
from his friends and communitv usiny; her seductive 
charisma, which Belrath took for lo%'e> and led him on a 
series of que.sts to find a scroll of pJainrdufi, Each quest 
required Belrath to engage in activities that slowly 
eroded his mural outlook and ethical standards, resulting 
in a gradual alignment shift. 

Finally, Kasmine 'ToinuR an ti/mdcf of fire and 

took it to her husband. Belrath, his newly inflated ego 
interfering with his judgement, insisted on using a scroll 
of pfarresluft to determine the precise location of their des- 
fiiiarion. When reading the scroll, Belrath made a critical 
misreading that caused the entire tower to begin phasing 
between the planes. The tower began to act as a gateway 
between Haleys Reach on the Prime Material Plane and 
Ka s m i n e's h i d e o u t i n s o m e ca v e r ns o n G e Ir e ir n a. 

Meanwhile, the xilLs employed by Kasmine were up to 
their own mischief The xills' paternal instincts had got 
rhe better of them, and under the direction of Kasmine 
began looking for tor their eggs. They followed the phas¬ 
ing rower, a nesting beacon of sorts, back to Ha lea's 
Reach, where they started abducting townsfolk to use for 
just such a purpose. 

As rhe adventurers arrive in Halea's Reach, Kasmine is 
in the final stages of her plan with Belrath the Jackal. Bel¬ 
rath, upon arriving on Gehenna, saw Kasmine amid the 
xills and realized his misiake.s. loo late and too weak to 
undo his actions, Kasmine captured him and is forcing 
liim lo watch xills being birthed from the captured 
lownsftdk in an attempt to drive him insane for her own 


From the High Priest's highway, the town of Halea’s 
Reach is visible from miles awav^Travelers on the road 
would tell you that the first sign you are nearing the 
tiiay town is when you catch sight of rhe magnificent 
tower that lights rhe crest of the hill on which Halea's 
Reach is situated. A slender spiraling structure that 
glitters like alabaster in rhe setting sun, the rower is 
home to a local hero named Belrath The Jackal. 

The rolling hills give way to pastures and small farms 
separated by low stone walls constructed to keep live¬ 
stock oiii of crops and neighboring fields. As your 
party crests a low hill, the tower comes into sight and 
moments later phases out of view' wuth a shimmer, 
Siunned^ you watch as the tower reappears minutes 
later only to disappear again in a Jistuibing 

The shrill screaitts of a woman break the peaceful 
silence, rhey emanate from a field near one of the cot¬ 
tages near the road. You catch a glimpse of five red- 
scaled, fearsome humanoids, each wuth four arms, 
racing toward a farmhouse while panicked country 
folk run toward the relative safety of the structures, 




Creatures: When the characters first see the tower 
disappear and then reappear, it signals an attack on the 
nearby farm by a gang of xills. The farmhouse is 200 feet 
from the characters when they spot the first xills. 

^ Xills ( 2 ): hp 2^3 31; MaiTiJRv AfanuaJ IS7. 

In addition to the weaponry canied by the 
xills (see the .Meusin ATumaf entry), each of the creatures 
wears a small iron key attached to a leather thong around 
its neck (see area 12 for details). 

Tactics: On rhe first round, three of the four locals 
reach the farmhouse and bar the door before the xills 


amusement. 































reach iL On the second round^ the xills ;u:nve nt the door 
and begin at tempting to break it down. One of the xills 
captures the fourth peasant, a young boy, and immediarely 
plane walks to Kasmi lie's hideout on Gehenniu The 
remaining xills take 3 additional rounds to break into the 
farmiioiisex giving the PCs 5 rounds to respond and reach 
the creatures before the inhabitants ol; the house are 
attacked and spirited away. It is highly unlikely that the 
PCs can rescue the boy before he is planevvalked away^ bur 
it is possible, rhe conversation with the farmers after the 
battle should be modified accordingly if the boy is rescued. 

Any move by the PCs toward the house results in the 
xills turning and attacking the PCs The xills are hunting 
tor easy prey to implant with their eggs, so they’re not 
interested in capturing the PCs, They d much rather slay 
the characrers for interfering. Having successfully cap¬ 
tured one host for their eggs already, the xills also already 
consider their mission a success. When the creatures 
spot the PCs approaching, they cease their battering of 
the farmhouse and immediately fire a volley of arrows 
(each xill has two longbows) before closing to melee. The 
xills engage the party fm the pure pleasure oi battlej but 
if they are overmatched and their lives are in danger, they 

home. 

Developtneiit: If the party successfully defeats or 
drives off the xillsh the farm family emerges to introduce 



themselves and thank the party for saving them. They re 
obviously frantic about the missing youth, however. It tlie 
PCs question the farmers, the villagers can provide some 
of the information from the “Background' section. The 
owing list of questions are likely to be posed by the 
PCs; the farmers answer them to the best ol their ability. 

• what were those red things? How long has this 
been going on? 

“The red devils started appearing two weeks ago. They 
appear out of thin air and kidnap locals, often in daylight. 
Now theyVe taken otir sort Hal!” 

• What can you tell us about the disappearing 
tower? 

"The tower started doing that the night Bel rath the 
Jackal disappeared. No one knows why and everyone is 
too afraid to investigate.” 

• Who is Belrath the Jackal? 

“He's a local who became a mighty spellcaster and hero, 
Belrath retired from his adventuring career, built his mag¬ 
nificent tower, and began helping out around the area 
whenever he could. He disappeared with his new bride 
the night the tower started to disappear and reappear." 

• All other questions: 

"We don't know. Perhaps Mayor Darwyn could tell you. 

Do vou know where those devils have taken our son? 

/ 

What will happen to him? Is he going to die?” 



SCAUNG THE ADVENTURT 

'The Jackal’s Redemption” is designed to challenge four 
9th-level PCs, but it can be modified for parties of different 
sizes or levels. Consider adapting the adventure as follows; 

5th- and 6th-level PCs: The adventure is too challenging 
for characters of this level as written. Run the adventure 
with the following changes. 

• Make Klithirza (area 5) a kyton. This makes the 
encounter EL 6. 

• Make the smoke paraelemental (area 6) huge (as 
opposed to elder). This makes this encounter EL 7. 

• Reduce the number of magma mephits in area 7 to 
three. 

• Make Caldre (area 8) a 2nddevel cleric, and make the 
fire elemental Medium-size instead of Large. 

• Drop one mezzoloth from area 10. 

- Reduce the number ofxtll in area 12 by two. 

• Make Kasmine a 2nd-levd sorcerer (area 13) and 
reduce the number of her imp pets by three and delay the 
xill reinforcements by 3 rounds. 

7th- and Sth-level PCs: The adventure is nearly suitable as 
written for characters of this level. Some areas do need 
alteration, however. 

• Klithirza should remain a narzugon, but have the PCs 
encounter the devil without a mount. 

- Make the paraelemental greater instead of elder. 


< Leave Caldre as written, but reduce the size of the fire 
elemental to Medium-size, 

• Instead of encountering two mezzoloths in area 10, 
place one mezzoloth and one barbazu or canoloth (Monun/ 
of the Planes page 187). 

• Make Kasmine a 3rd~ or 4th-level sorcerer, depending 
on bow savvy your party’s tactics are. Reduce the number of 
her imp pets by one and delay the xill reinforcements by 2 
rounds. 

10th- and llth-level PCs: Run the adventure as written. If 
the PCs aren't challenged enough, add a few more xills, give 
Kasmine a 1“2 more sorcerer levels, and consider adding 
another mid-CR devil to area 5. 

12th- and 13th-Ievel PCs: The adventure is probably too 
easy for characters of this level as written. Consider the fol¬ 
lowing alterations. 

• Make the flesh golem in the tower a day golem (or add 
a second flesh golem), 

• Add a second narzugon to area 5. 

• Add 3-4 cleric levels to Caldre, and make the fire ele¬ 


mental in the temple huge, 

• Make Kasmine a 9th-level sorcerer, and give all the xills 
1st- or 2nd-level fighters. You might also consider giving 
Kasmine a less powerful devil bodyguard, such as a bar- 
bazu with a few fighter or barbarian levels. 
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In the unlikely event the PCs stop the nbJiictionf the 
hnniers expkin that this is the lirsi time someone h;js 
been rescued from the "red devils.' They encourage the 
party to ei’jter 


?as 


HALEA’S REACH 


The town ol Ha lea's Reach is nor unusual when com¬ 
pared to most country farming hamlets in this area. 
Small hold hums circle the town proper in a radiating 
spiral of patchwork fields. Houses made primarily ol 

: roofed in a thick thatch hunker cheerhdiv 

H 

Sn vegetables, and a few 
flowers* You notice that many of the cottages have 
been hoarded up, their doors and shutters nailed 

roitgh-hewn 

have been burned out, their thick roofs of thatch now 
gone, leaving dark, shadowed windows that stare out 
at you like mournful eyes. The few visible townsfolk 
in the streets seem excited by youi appearance and 
watch you hopeluily as you pass. 


Several small businesses and homes sit in a square 
about a cenira[ court, the focal point of which is the town’s 
w^elL These look a bit more prosperous; many have two or 
even three levels with dressed stone lintels and win¬ 
dowsills. The wizards rower on the hill continties to 
appearand disappear eerily, but the residents seem to take 
no notice of it. A large stone building to the west of the 


central court resembles an inn, with a rough iean-io stable 

e inn is a series oi tig 
packed buildings resembling an open markeiplace. 

1 ^' Halea's Reach (Small Town): Ck>nvenrional; NH; 
800 gp limit; Assets 60,000 (presently 30,000); population 
1,5 00 {p re se n 1 1 y 7 S O) (7 9% la u m an, h a HI i n g, \% elf:, 3 % 
dwarl, gnome, \% halhelf, P'n lialf-orc). 

AtCkorj'fv F/cttnc Maiv^or Darwvn 1 lemisal, male human 


C 


Cl s: 


an, 


W i z8; S h e r i f! B ae Rt' 1 k i n, male h u m a ir !■ r r 4: H i gh Cleric 
Ce d ra s A rpa d C1 r5 (I’e lor); 1 n n k e ep e r AI ga r Kc r va t It 
dwarl FLr3; Calahir OKvain, female elf l-tr4/Rog3 (miss- 
^); Albie Chibald, mai'^ ' 
jN eft’s: Ha lea's Reach has all the standard leatures ol a 
town its size, including two large inns, a small jail and 
municipal building, a small church ol Pelor, a sJnine of 
Heiioneous, an open farmers and traders market, a 
smithy, a leatherworker, an armorer, and a general sup¬ 
plies store. 

The PCs' arrival in Ha leas Reach causes quite a stir 
among the remaining residents. About hall of the towns¬ 
folk have lied because of raiding .xills who havx’ captured 
several dozen peevpie and ^IcUTcdfdit'd them awayf I’he tew 
who remain are generally terrified and have stayed 
because they have nowhere else to turn./rhe PCs are 

I 

greeted as heroes; the townsfolk assume that the at!ven¬ 
turers are here because thev heard about the "red 
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Wn rd spft\u]s t|11icly, iind wvtlie IK"s go anx- 



Eous rownsiojk grec! them- U the t haratlers da not inret- 
art with the tcnvnsfolk, voii inis^ln choose to have the 
mayor of I fa leafs [UMch seek rhem out in person. Darwyn 
llemtsal, l]ie mavorj infroduces himself and auempis to 
determine [he PC’s' inrentions in town, f-le also hopes 
that they might be capable of helping f la lea's Reach with 


' l 1 i e .s le n d e r c i rc n 1 a r \v i za rd 's tovve v st re t c h e ti (>ve r 100 
feet inro the sky. It is made of expertiy fitted giEiniie 
block.s, so masterfLilK^ cons tv tic fed that fhev hardly 
betray the joints between the stones, A 1 ^Kootdiigh 
wrought iron fence marks the tower grounds; tall 
shrubbery grows on the inside to keep prying eyes 
out.The fence itsell is hand-wrouaht and set with var- 




Mavor ! Ic 
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SKet 



c a n p ro v i a e r n e r o 11 o w i n g m r o r man o n 

is also available trom various 



mere ha ms and [ownsiolk with successful Ciather Infor¬ 
mal io it checks): 

The tower (Dti lo): Phe tower began disappearing 


lous runes anu 
Planted in a double row along the inside of the 
rower fence are thorny shrubs that twist and tangle 
together, effectively forming a barrier to all but the 
most 





and leap pearing tbe day He I rath the Jackal was supposer 
10 conduct some big experiment. Bel rath had been 
preparing fi>r months tor [he experiment, and he hasn’t 
been seen since that day” 


with cascading blooms of purple and white fragrant 
blossoms. As vou watch, the tower itself ripples a 




ss from view, 



area i 



quite empty except tor a circular spot of hard stone 
that seems to smolder and hiss alarmingly. Three 


Belralh’s new biiclc (DC 15 ): "Belrath recenrlv mar- minutes later, the tower reappears in exactly the 


ried the bcLUitiful anti cliarmiiig Kasmine, a long time 
friend arid conlidant. She supported Lind encouraged Bel- 
rath in his endeavors. Site vanislied fooC 

rhe red iletnons fDC 10 ): "The red demons began 
kill napping people shortly after the tower started its 


craz 








same spot it left. Tlie gate ro the tower grounds is a 
large wrought iron affair bearing a glowing rune sur¬ 
rounded by the heads of three grinning jackals. A 
bent lockpick protrudes from the gate keyhole and 
the gate irself, left open and presumably unattended, 

in 




* /a. 'Jf ^ h 




s expenmenr 10 j: neiratn warned the 

townsfolk not to disturb liim, but alter the demons began 
appearing, the adventurers Caiahir OI wain and AI hie 
Clnbald enteieil the tower to lind out what was going on. 
Mow th(‘yVe gone missing too." 


Caiahir OI wain and Albie Ci hi bald left the lockpick 
when they entered Be Ira th's lower to find out what hap¬ 
pened 10 their friend. I’he door is open and can be pushed 
inward to gain access to area i. A.s the tower phases back 
Tilt* missing adventurers (I)ti 15 ): "Gala 111 r Oiwain and fni th between the Prime Material Plane and 

and Albie C'hibald were adventuring friends of Belrafb, Cielicnna, a ring of displaced hot stone from Kasmine’s 

They both were concerned about how Be hath was behav- liideout 
ing and \vorried that his experiments w 



ns ro 




too 



LU 




rous 




Bel rath's behavior [DC 25 ): “Be hath withdrew in 
recent months and came to answer a summons at his 
door less Irequently each week, it seemed. Whatever he 


appears on 

giving off fumes and a small amount of smoke. 

Remem her t ha t the tower p h ases every m 1 n u ies. 1 he 
plane that the tower is on has no effect on the encounters 
in the rower but if the characters wish ro explore Kas- 
mines hideoiit in Gehenna they have to step out ol the 


was working on, it sure seemed to consume his time and tower when it is present on that plane. 


■ h 


energy. 

Neither Hemisal nor any other citizen of llalea's 
Reach kntnvs what would best help the town at this 
point, Li I [ h o ug h no o n rea 11 y t li i n k s B e I ra t h li a d a ny- 
thing to do with the appearance ot the red demons. I hey 
still [hink tar too highly of the missing wizard. If 
pressedt the mos[ anyone is willing to speculate is that 
the dtunons must have been watching the town (or a 
while, and only chose to strike once the towns guardian 
vanished. 



A dense row of intertwining shrubber 



s vou 


from seeing past the walled structure stir 
tower grounds. Wicked looking thorn.s 

ir scarlet tips a 



VI SI- 



li 





a waxy texture. A w 
leads from the open gate toward the front door of the 
tower proper. Gently winding herb gardens and varT 
DUS exotic-looking plants hedge the pa 
ing it from the lawn that predominates the it re a 
around the base of the building. A few large trees, 




strate 



to 



When the PGs finally decide to investigate Belrarh’s wind, sway and rustle soltly in the light breeze, but 


reswer, read ui paraphrase the following: 


hardly any other sounds can be heard within this 












Vhc vegetLition in a ring nearest the tower is brown 
a]id dead, as if dried or burned by great heat. On the 
path in Iront o! the door lie two bent and broken 
bodies: one of a iemale elf and the other a male 


terr 


■dies appear as 

e the 



life. Purpling contusions cover their limp and inert 
terms, vet tiiev seem not to have been robbed or 


1 





gear remains w 
to the tower is made of solid steel engraved with the 

the outer iron gatc^ •Sev'^eral 


same rune 




's keyhole^ 


The two adventurers are Calahir Olwain and Albie 
Chi bald. They knew the passwords to the two traps 
("tnimsak" and Cease and Desist'' respectively) hut were 
slain by the .flesh golem standing guard fust inside the 



0 o o r o r [ j 1 e t o^ ve r (a re a 2 ). 

Traps (EL 3 and EL 6): The door of the tower is 

as two active magical traps on it. Bel- 
rath placed the traps on the door to secure his tower be I ore 
beginning his planar travel experiments.The first trap is a 



si 



eep tra 

Liare area 


to detei 



. [t t 





.1 > 



asleep for 2 hours and can't he awakened by anything short 






, S4 gp, and 122 sp. On Albie Chi bald, the PCs 
lind a pelitJj] of iklffi fkotiglits, a ring of’fbidu'r fidlmg, a quar- 

136 gp, : 




is a person 


w 




b i 



^en mo 



ensuing wet 

few remaining entries are decipherable. If the party 
takes the time to read the remnants of the journal, they 
find out the information below. Many entries, in com- 

f ' 

plete and out ol context, make little sense. But others 
seem to have relevance to their present quest. 

Early Entry: t his refers to the early careers ol the 
adventuring trio as they fought and protected their town 
from the ravages of nearby outlaws. 


Calahaiu Bel rath, and 1 recently returned to a heroes' 
welcome in I la teas Reach after our battles with the 



goblins of the nearbv Stone Hills. We successfullv 
foiled their devious plans to disrupt trade into the 
town and followed the raiding parly we located back 
to their lair. We infiltrated the hideout with liTtle difTi- 



cuity Dut were discovered just before we could execute 
the ambush ... 


Lat er .E n t: l1i i s passage re I’e rs i o t h l* m e e t i n g o f B e I - 
rath and Kasmine, followed by the disbanding of (he trio. 
Albie clearly dislikes and distrusts Kasmine. Bel rath con¬ 
tinues to grc>w in po^ver while i rave ling to unknown 
locals with his new beau, while Albie and Calahir lan¬ 
guish in Ha lea's Reach. Be Ira eh then builds his tower. 


Bel rath has left us today to follow the lead of Kasmine. 
I do not trust that one, for she promises much and 
seems to deliver little, if anything at all. When she 
appeared at our sides to take down Krr’tesh, the great 
troll who had cornered us in an abandoned millhc^tiseH 
we accepted her aid freely, although lately I have 






a success!Lii upqvr uiagw or simu.ar magic. 

I'he second trap Is more powerful magic. Intended to 
drive off more determined intruders, [his cone oi fire is 
potentially deadly. 

sleep Trap: CR 3^ 10 it by 10 ft. area in front of 
door causes character to fall asleep for 2 hours (caster 
level Sth); Will {DC 20) avoids; Search (DC 25); Disable 
Device (DC 25). 

Flame Jet Trap: CR 6; cone of flame (gdf>); Reflex 
(DC E8) half; Search (DC 25); Disable Device (DC 25). 

Treasure: On Calahir OKvains body, the PCs find +1 
s(jki[fcd Iraikrr arnior, dttif nf dLktppctnrnirL' (2 doses), n Kasmine. 


^ters to solve issues 

rather than wits. Mercy comes not often from her... 1 

> 

fear that her silver tongue and amazing looks have 
smitten Behath. He is not normally so impulsive as to 
dissolve our relationship oii a whim. He has even 
begun construction of a .,. 


More Recent Entry: Albie believes Be I rath has been 

■ 

on adventures to gain the components necessary to build 
a pianeshifting portal powerful enough tc? travel the 
planes freely. Albie does not know why Be hath wants to 
I e a ve the Vr i m e M a t e r i a 1 Pi a n c so b a d 1 y 1 1 ra t b ',s p e rso n - 
alify also begins to change. He is more withdrawn, more 
obsessed about Kasmine, and less friendly to those who 
care most for him. Albie and Calahir are suspicious of 
Kasmines influence and motives. Then Beirath marries 




weeks ne was gone 


and not even word of his departure did he leave with 
us. As we watch him on his travels it seems he grows 
strong in magic, and his obsession with the planes 

. It seems as 





grows more alarming, it seems as tnougn e:i 
til re he goes on brings him back a ci ueler man. The 
witch, as we have begun to name her, is always at his 

in his ear. He has even 




ring some 

begun to speak of marriage, although admittedly we 
have heard no such comments from Kasmine. He 
rarely visits anvmore, and we feel uncomfortable in 
the tower, as if he does not wish our presence. 

Latest Entry: Albie and Calahir investigate Kasmines 




y and cannot find any evidence that sup 
ports the stories she tells about where she is from and her 


t 

* 


» 


n 


t. 




















himily or friends. Suspicious, they k>novv her into the 
woods one nighi and observe her speaking in a strange 
language to a small, multiarmed red creature, i hey con¬ 
front Belrarh with ihcir stories; 




wiin iiieu' stones; me mree argue ii 
friendship between the wi'/.ard and his former compan- 


A success!ul Knowledge (arcana) or Knowledge (the 
planes)check (PC 20] reveals that nearly all lire niarerial 
scattered about the room deals with planar iraveL 

Creaturet Be I rath’s study is guarded by a Hesh 
golem—a wedding gih to him irom Kasmine/fhe goi 

> tower;; 


ions ends-The experiment takes place and the tower received its last instructions to guard the 
begins appearing and disappearing; Albie and Calahir 
resolve to enter the tower to help their old Iriend. 



•k,: 




I ■ H 



We decided to investigate turiner into 
the witch. Mer stories don't seem to march what we 
know of her personality. We traveled to High Hold lar 
to the north where she told us she grew up. No one 
there knew at her and the drawing Calahir made met 
with blank stares and shrugs. We have been watching 
her more closely ol late and wondering on her resolve 
to find a conduit to another plane. She gave Belrath a 



intruders as Belrath left the tower to meet Kasmine in 
her hideout on Gehenna, [ he golem has already killed 
Alhie and Ckilaliir. 

^ Tlesh Golem: hp 55; Mcnslrr XtaftHitf 108. 

Tactics: rhe golem lashes out witli its slam aiiacks as 
soon as the PCs open the door . I he golem tries to 
remain in the doorway^ limiting the party s ability to 
c if. 

Trea sii re: Se vet a! i i ems of i n t eres l ca n be fon ni;i i n t lie 
study, if the parry succeeds at a Search check (PC 15,), 
they lind a small hook entitled "Ciarlng lor Your Flesh 
Golem" on the souiheasi table, The inside cover ol the 
book reads: ‘For iklrailn mv dearesu A revvard on the eve 



located all ol the parts necessary to construct the grue¬ 
some thing, or it she purchased it, who the sculpture 
was. We are resolved to 







on one oi ner 
night forays into the wood. An old ranger, admittedly 
in his cups at the time but orherwdse reliable, told us 
that he saw her meet with a strange hooded ligure that 


ol our great naumph and a gilt lor otir vvedt 
Kasmine;^ rhe book has detailed instructions on main 
raining a tlesh golem and is w^ortb 250 gp to an in teres tes. 
wizard or col lector, 

A successful Search check also turns up several hooks 
entitled: "(ionsiructing Stands to Hold Crystal Balls," 


s 



m a 




"On Blowing and Polishing Orbs, and "Fargrahinirs 
Forging Amuleisf Fach ol the books is worth 250 gp and 
provides a +5 bonus to skill checks to crati these items. 

It the PCs’ Search check exceeds PC 20, the PCs lind a 
note in the cushions ot a bench at the northeast table that 
and strangely warm for a place with no obvious reads, "Belrath, my love. 1 have huind the amulet we need 


Through the now open door you can see a well- 

room is we II lit 



source of heat. A smoothly polished Hoor ol plank 
hardwood is mostly covered with woven rugs* Two 
large, carved wooden tables sit in the room. Fhe lirsi, 
in the southwest corner^ is surrounded by wooden 
chairs oi simple design. The second cable rests in the 
northwest corner and is Hanked by a pair o! padded 
benches. Both tables are covered in books, scrolls, 


in order to travel to other planes. I cant tell you how 
I lick V 1 feel to have such a brave man as my new husband 



] look tor ward to taking you to meet my 
moi h er and helping her escape t he B leak Fierniiy. We 
will show those small town fools who thought you too 



scr; 

The walls are hung wi 
of a strange world, 


incompetent 


3* LIBRARIES 



it/i 


greatness, 



a 



«i 



les 



sed mail 




M n m i d a i n i X)/.e n s ol e ve n 

wheel about on the 


air currents. 

wool in 


\\'oven 




Paneled in dark walnut, these rooms are quite shad- 
owy» but kept scrupulously clean and free ot dust, ;is il 

owned bv one who knows lull well the value of books 

/ 

and how to care for them. Both rooms are hill ol 
shelves and leather^bound books in all sizes and 



sits to one s 



r r 




at cause them to shimmer as vour eye 


books from higher shelves. .Stairs in the northeast 



corner 



tower. 


tn 


the 


Opposite you stands a grotesque statue that appears 
to be made of a patchwork assortment ol diftereni 
humanoid body parts. Before you can consider the 


rhe libraries are split into these cozy reading rooms to 
provitie sep;irate readers with some privacy, if its neces* 
s a ry. R e t re a t i n g he re, as w i i li a n y he re in fhe t o\v e r, 
doesn’t prevent the flesh golem iVoni following; only 


thing fun hen however, it begins ro move quickly in leaving the tower entirely is a safe way to flee from the 
your directioiij raising its arms to strike. creature. 












GROUND FLOOR 





Belrath’s Tower 

One square=5 feet 




Treasure:'!lit' libraries contain a numberol: books anti 
scrolls on a variety ot topics ilie do not impact the adven¬ 
ture. Feel tree to plant any sort of text plot point that 
might be important to your campaign here. Belrathi as 
descfibedj has traveled throughout the pianes, and virtu- 
allv ajty ^ 





e. 



you can imagine 

i (DC 20) turns up an 
arcane scroll ot ftiagir f/itic agafus! L’uib ba^lr, magic, 
and (ly (caster level 8 th). 



A. 



The stairs lead into a s 




‘r ringed with 


ace that give the 






chamber a teminine touch, 
woven wool line the floor, set to keep out the chill and 

runs i 

room, dep^icting pastoral scenes from the quiet life of a 
country farm. A huge chest of mirrored drawers 
sprawls across one corner of the room, and a lar^e, lux- 





unousiy uresseo ovai oeu anu an eia 
armoire round our the rest of the furnishings. The bed 
is oiled hi 





vvs ana aown- 

hut it has been left in disarrav, 

y 

A iew scattered pieces of clothings 

on the furniture. In 



<ets. 





male and 
^r corner of 

the room a set ol stairs ctu ves up. A round window is 
covered by closed iron shutters. 

I he sleeping chamber is in disarray since Relratb and 
Kasmine leit abruptly when the tower began to phase 
between the planes. Kasmine had her gang of xilis 
ambush Be I rath as they began to "explore" the new locale. 
I hey took him to the hideout and quickly began harvest¬ 
ing the villagers and implanting them with 


is on the Prime Material Plane, refer to the description of 
the grounds under area i to describe the view. If tlie 
rower is on Ciehenna then refer to the description ol the 
cavern in area 7 to describe the view from the bedroom. 


Treasure: Bel rath and Kasmine both reside here when 
on the Prime Material Plane. On top of the dressing table 
sits a chest containing a variety of jewelry, including: a 
platinum ring (3(K) gp), earrings (50 gp), gold necklace 
( ISO gp), and a silver necklace (20 gp). The armoire i^ 
filled with robes and dresses, and a secret com pa it mem 
in the back of the armoire (.Searcli DC 20 ;' contains a 
i ea n d e/ k r [ or b ( c as re r I eV'' e 1 5 1 h, 2 3 c a i”ge s J. 

5, THE LABORATORY (EL 9) 

Beyond the final bend in the staircase you see a 

wo rk s h o p a n d la bo ra t u r y ■ r h e pe r i m e t e r vv' a i I s o f f h e 

ch amber are lilted witb m a n v wo od e n sbe 1 v’es, all 
c ra m m e d w' i t h pa r a p h e r n a I f a oft h e a rc a n i s t s t r a d e . 
One section holds many glass jars, each containing 
various dead and preserved specimens of strange and 
II n u s u a i c re a t u re s . A I i fe s i z e d r a v' i n g o f f li e h u m a n 







uy nangs Irom one wan, cut away to s 
internal organs and vascular structure beneath the 
skin. A large countertop of shiny steel predominates 
one section oi the curving wall. An array of winding 
1 and bulbous vi: 





uikers sits upon it^ set 

out in a series of stations. 

Several glass jars on metal stands look to contain sub 
stances that have burned beyond use, crusted lo the 

dr containers nml exuding an unpleasant 
acrid odor rhroughout the entire room. 

A number of large, leather-bound tomes lie about on 
the counters, iheir pages crawling with indecipher¬ 
able arcane formulae and diagrams of unrecognisable 
structures. 

In one corner sits a large chalkboard affixed to a mov¬ 
able stand. A strange collection of notes and calcula¬ 
tions are scrawled across its surface. I’he room also 


The siiutters can be opened without effort. I f the tower holds 


s an ei; 



ge glass ball perched 
on it. The stand is made of solid pewter inlaid wiib 
streaks and curlicues of silver and semi-precious gems. 
It is crafted to bold tlie l.., 



no It 1 



in an upngni posi¬ 
es a variety of metal cogs and levers. 






























The uf the snmd iy decorated with sever 




jackals, noses pointed ro the sky. An eki 
pentagram has been scribed upon the floor ol the 
chamber, arcane symbols precisely inscribed at the 


eyes. As they hold itsga^e, the fearsome image grows like 
a hallucination until it blocks out reality completely, fhe 
aleful gaze functions as a kfflrr spell cast hy a 

I Oth-level sorcerer (sav'e DC 18) against all wilJiin Ul leei. 



apex of enc 


staircase continues 



■atn. To the side, the 




! to^^'er. 


SpcTTlike Abilities: At will -(Irsrfnifc, Men 

^vr 5 eii, |iroihtiT lltunr, iiuggesffcfr; l/day-—anln''5 lemth or 
Nnhnly klighr. Caster level 10th; save DCi = 14 + spell level. 


Bel rath has been unable io ret tint to his laU and the 
pD lions he \ va s c o n c o c t i la g ha ve all b u r n eri a n d a re n o \ v 
useless. A .Search check (DC 18) reveals that the burned 
jars on the metal workbench were once s 

iL 

candles that have burned down ro table 




"lO over 
top levek 'fhis 


seems to indicate I ha I whatever experiments were in 
p rog res s h e re w v iv a ha n d o n ed. 

A full week has passed since the disappearance ol the steel shield, mas ter work heavy pick^ 


At will, a navzugon can Jrlrpcri uuiheuf rrmr on itse 
and its mount as the spell cast by a I2lhdeve] sorcerer 
Summon Baatezu (Sp): Once pet day, the narzugon 
can attempt to summon I d3 erinyes or another narzugon 

w i t h a ^ 0% c h a ja c e o I s u cce s s, 

Tessraiens: +2 Irnu^v kmrr, gaiuiJlri.v of agir gtiterr +2, two 
pnlunf!: of rtuv medrrafr leiMutds, spiked plate maif small 


w^/ard^ and the lab is untouched. The crystal ball appara¬ 
tus is incomplete, hut the PCs can remove it and the lew 
components not yet attached trom the tower it they wish, 
if they succeed in rescuing Belrath he is not pleased at 
tlie loss of his valuable equipment and likely reacts nega¬ 
tively to the party upon returning homed The glassware is 
mostly ruined and ot no value. 

Characters who read the chalkboard can make a suc- 
cesslul Knowledge (arcana) check (DC 15). Success indi¬ 
cates the character knows that Belrath wa.s preparing a 
scroll of/diOurdT/fi to pinpoint his planned travel to 
Gehenna. Another Knowledge (arcana) check (DC 
re ve a 1 s 11^ n t t h e p h a sing o f f h e t o^^' e r might h a v e b e e n 








e a u se u t>y j u s r s u c n a sc ro J i oe i n g m tsc a s f. 

Creatures: Kasmine left a devilish ally here to stop 
intruders who might manage to vanqLtisii the flesh golem 

^a, a narzugon devil and its fi 
dire boar mount have probably already heard the PCs 
downstairs in the study, and the two creatures have been 
wailing for the interlopers to show themselves since. In 
such a case, the Baatorian visitors are crouched behind the 
chalkboard in the corner. If the PCs were particularly 
silent lor some reason, the narzugon is dismounted and 
speaking to its mount in Inicrnal, calming it in anticipa¬ 
tion for the battle both creatures hope is coming. 




^ Klithirza, Narzugon: CR 4; Medium-size 
(evil, lawful); HD l(.Kl84i0; hp 55; Init +2; Spd 20 it,; AC 
25, touch 12, flat-footed 23; Atk +I7/+T2 melee 


■: 1 dS-rZ/crit x3, heavy lance) or +U>/+tl melee 
(1 kl^+s/crit 10-20 X4, heavy pick); SA baleful gaze, spell¬ 
like abilities^ summon baatezu; SQ damage reduction 
20 /+2, baatezu qualities; SR 23; AL LE; SV Tort -h8 , Rel +9, 
Will +8; Str 20, Dex 14, Con 13, Ini 12, Wis 13, Cha 19. 


Skills: Intimidate -rl7, Knowledge (the planes) -tl3i 
Ride +15, Search -i-14, Sense Motive +14, Spot +14, 
//u.^Luvness +14. Iviilr. Improved Critical (heavy 




Mounted Combat, Ride-Bv Attack. 

Baleful Gaze (Su): Those who see the narzugon's 
unmasked fa c e se e t h e i r o w n w or-s t f e a rs re 



in 


^ Fiendish Dire Boar: CAi 5; Medium-size Otttsider; 
HD 7dS+21; hp 52; Init +0; Spd 40 ft.; AC 15, touch 9, flat- 
footed 15; Atk +12 melee { ld8+12, bite); Pace 5 ft. by ]0 
ft.; S A fe roc i r y, s m i t e go o d; S CJ l 1 a rk V i s i o n 6 0 11., CO 1 d a n i} 
fire resistance 10, damage reduction 5/+2, scent; SR 14; 
AL LH; SV Fort +8, Ref+5, Will +6; Str 27, Dex 1C Cun 17, 
Ini 3, Wis 13, Cha 8. 


STdh: Listen +9, Spot +8. 

Snrite Good (Sii): Once per day, the liendish dire 
board can make a normal attack to deal an additional 7 
points ol damage against a good ioe. 

Tactics: II tlie narzugon catches the PCs unawares, it 
uses its tuikafy PNgkl ability in the surprise round* In the 
round following, it steps our horn behind the chalk¬ 
board, astride its mount, and uses its ba 




gaze on 

anyone in the room. Klithirza then charges into battle, 
wielding its lance unless disarmed, using its kdcgerl abil¬ 
ity if it or its mount are reduced to fewer than U) hit 

g- 

points. The devil doesn't attempt to summon otlier 
baatezu, since it's not exactly acting with the approval oi 
some of Baator’s more powerful devils in aiding Kasmine* 

f surprise, Klithirza uses its first action to 
mouiu its dire boar and use its baleful gaze. It then pro¬ 
ceeds to attack with its +2 kravy lanrr. 

Treasure: The stand and glass are components of a par¬ 
tially completed crystal ball and a few unattached com¬ 
ponents. The cry.stal bail is not functioning and on closer 
examination, a successful Craft (blacksmithing) c heck 
(DC 10) reveals that the stand is capable ol moving the 
ball effortlessly through 380 degrees. An Appraise cheek 
(DC 16) reveals that the stand would he vvorih SOD gp to 
an interested buyer. 


6 





opens to tins small observatory nign upon 
the topmost part of Belrath’s tower. This circular cham¬ 
ber is open to the sky above, and a number of crenela- 
tions in the exterior wall nermii differing views 



night sky. A large brass astrolabe of curious design 


























dominaies the center of the observatory. Jr has been 
bolted Hrmly to the iloor and a number of short 
benches surround it so as ro provide a place for an 
observer to sit while studying the stars. The room is 
otherwise quite barren oi furnishings and other imple¬ 
ments, probably because it is so 



wet 



Smoke Claws (Ex): A smoke paraelemeiual can 
engull opponents by moving on top of [hem. It Bils the 
air around one opponent smaller than it is without pro¬ 
voking an attack of opporumity The target must succeed 
at a Fortitude save (DC 29) or inhale part ul the creature. 
Smoke inside the victim solidifies iivto a claw or 



From the observatory, the characters have a perfect 

e town while on the Prime Material Plane, as 



and begins to rip at the surrounding organs, dealing 
double the paraelemental's claw damage autcmiarically. 
view ot me town wlnle on the Prime Material Plane, as The a I, lee ted creature can attempt another Fortilude save 

the lower rests atop a high hill to the north ol Halcas each subsequent round to cough out the semi vaporous 

menace. 

On (Gehenna, the view is much more disturbing. Tactics:The paraeiemenial w'as called and bound by a 
Bleak cavern wails surround the rower af a distance of sorcerer who owed Kasmine a debt. It enjoys Gehenna, 
no more than 15—2ti feel and swirling smoke obscures 







most ot tne ceiling. The astrolabe is an extremely heavv 
and complicated apparatus, weighing nearly 500 
pounds and bolted securely to the stones of the tower 
n oor. It cannot be remove d w11 h out great effort, and 


ue to tne neavy smone ana areas or inrense 
In combat, the paraelcmenral tries to surprise the first 

if sees with its smoke claws, 
trom the inside out. It remains flying above its foes at i 
times, gaining the -ul higher ground bonus to attacks, and 







would likely be destroyed or severely damaged in the resorts to normal claw attacks if its smoke claw attack 



re b u t f e d. Tb e pa ra c 1 e m e n t a I ll 


Creatures: I'he observatorv is the only location i n Beb 2(5 or fewer 


ratKs tower tiia r CO u 1 d fea L ure one of to possib 1 e scenar- 

ios, depending on which plaiie the tower resides when 

file PCs reach this location. On the Prime Material Plane, 

no creature threatens the PCs in rJie observatorv unless 

.* 

theyVe lied here wiih some guardian ot the tower in pur¬ 
suit. But if the PCs arrive in this chamber after the tower 
has shifted ro Gehenna, thev encounter one of Kasmines 



tnrs. > 




s: an e 

^ Elder Smoke Paraelementai: CR I I; Huge Pie- 
mental (air, fire); HD 24d8+96; hp 102; I nit -M3: Spd By 
90 tt. (good); AC 27, Oar-looted Di, touch 19] Ark 
+27-1-22/- 1 “ 17/+12 melee (2d4-i-95 claws); Face/Reach 10 fr, 
by 5 ft./15 ft.; SA smoke claws; SQdamage reduction 
15/-H3, elemental; AL N; Fort -i-12. Ref+25, Will -iH; Sir 22, 
Dex 33, Con 18, Inr (>, Wis 11, Cha 11. 

SkuIR: Listen -1-26, Spot + 26 . JciiFs: Dodge. Flyby Attack, 



anve 


« ■ 




j a 





Its smoKe Claw aiiacK is 
ees the area it reduced ro 
it enjoys the opportuni¬ 


ties inh erent with working (or Kasmine, it's not willing 
to die lor lier. 








while the 


nev'er enter 

tower is in Gehenna, the panielemental arracks 
the characters as they initially exit the fovver on 
plane. 






Be i r a t h s to we r p h as e s e ve r y 3 m i n u t e s o e t wee n t n e to w n 
oi Haleas Reach on the I’rime Material Plane and Kas- 
mines hideout on CRdieiina. I he PCs need t>nly step out 
ot the tower in either locale to travel to that location. 

Kasmines lair is located in a small, isolated cavern 
structure in the Bleak Pternity of Gehenna. Bordering 
both Hades and the Nine Hells — Kasmine’s native 


pi 


:ine—^G 



a IS a ne 




C.S; 
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GEHENNA TRAITS 

The Bleak Eternity of Gehenna is a fiery, deadly place full of 
floating earthbergs and the evil yugoloths. Linked to both 
the Mine Hells of Baator and the Cray Waste of Hades, this 
is a plane few mortals enjoy visiting for long. 

Gehenna has the following traits: 

* Normal Gravity. Gravity is similar to the Material Plane, 
but naturally occurring volcanic mountains seem to float 
free in an infinitely large void. Gravity is normal on the 
steep slopes of a mountain, and a fall tumbles victims 
many miles until a chance ledge catches them, or contin¬ 
ued rolling abrasions of the fall completely shred the victim. 

- Normal Time. 

• Infinite Size: The impenetrable void of Gehenna is 



infinite, but each volcanic mountain is finite. Each is far 
larger than the largest known land mass on the Material 
Plane, however. 

- Divinely Morphic: Ordinary creatures find Gehenna as 
alterable as the Material Plane. 

- No Elemental or Energy Traits, 

- Mildly Evil-Aligned: Good characters on Gehenna suffer 
a -2 penalty on all Charisma-based checks. 

* Normal Magic* 

While full of adventure opportunity for characters of this 
level, if you plan on running further adventures on 
Gehenna, it's best if you consult the Manual of the Phnes 
for more information. 
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[Ik* home oi the dreaded yiigoloths. Some oi these crea¬ 
tures, in lacr, created Kasmines small complex in return 
for a few souls she’d captured eons ago. I'he smoke oi 
Ckdienna swirls above the open chambers ot areas 7t iz, 
and the balcony in nxnii lo. The rower has come to rest 
here, fused ro the rock ol this cavern. A lew scraggly 
shrubs and a narrow swath ol lawn have been displaced 
from the Prime Material; the vegetation is now burned 
and blackened irom the constant heat. 

Kasmiiie selected tie henna from which to base her 
excursions into the Prime Material Plane since it pre¬ 
vented the meddling ol other devils from her home 
plane of l^aaion She found that all too often, the souls she 
corrupted went to more powerlul devils. Fed up with the 
strict hierarchy of the Nine Hells, she views her seduc¬ 
tion of belrath and dealings with the xills as not only a 
pleasant diversion, but the continuation ol a long-term 
plan to become strong enough to return to Baator and 
actually make a bid for serious power. 

For the pui-pose ol this adventure, all the action takes 
place in Kasmine's hideout. The characters can use this 
cavern complex as a jump off point lor exploring the 
planes. If the characters enter the vast ness ol Gehenna, 
they run the risk of encottntenng all sorts of cveaturcs 
that could pose a serious threat to characters of this level. 
I he landscape of Gehenna is deadly in its own right, 
composed of steep, precarious slopes, massive cliffs, and 

fier%' volcanoes. See the “Gehenna Traits’' sidebar for 

/ 

more information on the plane. 

HEAT DANGERS 

Kasmine’s lair is very hot, as are many ol the regions of 
Gebenna/Fhese conditions mean that characters must 


make a successful Fortitude save (DC 15, +i for each pre¬ 
vious check) each hour or sustain id4 points of subdual 
damage. Other penalties might apply if the PCs spend 
any length of time in the area. See the Di/.vuloX’ M/Vstlrs 
C ualt’, page for more details on extreme heat. 

MAGMA 

Ibial immersion in molten rock is potentially deadly, 
even for 9th-ievei characters. Fortunately, the magma 
streams in Kasmine’s lair aren't that deep, averaging only 
5“6 inches deep throughout. Should a PC tall off one of 
the islands or stone bridges, she takes 2d6 paints ot 
damage per round of exposure. Even after leaving the 
magma, the damage continues ro acciimuhue, albeit at 
half the rate. So once a character leaves the magma, she 
takes ld6 points of damage for ld5 rounds. 

Immunity or resistance to heat or lire protects a charac¬ 
ter from damage from lava, although items immersed in 
the substance might still be damaged or destroyed. See the 
DuNcroN iVfAsn er's Cuudr, page ^9, for more details on lava. 


7. THE CAVERN (ELS) 

BelratlVs Fower is now present in a large, rough-hewn 
cavern of volcanic stone. Wild srriations of red, 
orange, and gray crawl about the cavern walls and ceil¬ 
ing, creating a crazed and crisscrossing pattern that 
tricks the eye into helieving the walls are moving. 
Smoke sifts and swirls about the cavern, seemingly 
moving oi its own will, as no wind can be detected 

presses against your skin in weaves, emanat¬ 
ing from the very rock about you. The temperature cl 
































iliv 


ihe cavern is iincoiniorianiy wavnif i 
wrings your lungj; as you breathe- 
A number oi iarge ruck islands can be seen in the 
near distanccj each surrounded by llovving rivers of 
?n stone. J umes rise 





e giownig magma in 
la/y swirlsj curling oil into the darkness- A rough 
stone footbridge connects the island of rock that the 
tower rests upon to its neighbor to the east; a footpath 
runs olf in the same direction, curving behind the bul¬ 
bous rock lormations to disappear in the distance. 

Creatures: Within fire magma flows of the cavern live 
a number of magma mephits lhai have come from the 


Elemental Plane of Fire ihrough the lava plume in the 
temple/rhe mepbits have allied themselves with Kas- 
mine and the xills. 

^ Magma Mephits ( 5 ): lip 19, 17 , 16, I3t 1C; Monskr detailed In area 8 . 

\fimutjJ 132- 


they are reduced to hall their number or less^ they run off 
and join Caldre, the cleric in the fire temple, in such an 
instance, add the jnephils to the encoiuiter in area 8. if 
the P(bs make a great deal ol noise in their encounters 
with the mephits (like falling in rlie lava or casting -any 
noisy spells), Caldre might hear the commotion (Listen, 
DC Is, each rou nd o f co m ha t) a n d arri es Id'om i h e 
temple in s rounds with his elemental servant in tow. 
Before heading to the scene of the haille, he casts rr'i/sf- 
aurr, ruifttre rlctijcnfs (/uv), pmlrrifair frow goed, and f 
sirrngili upon himself. CSnce engaged, he hangs back, cast¬ 
ing hold pcrscff twice on any likely looking fighters iti the 
party, then ordering his elemental servant to bull rusJt 
held foes into the magma before attacking them using its 
burn special ability. It cornered, he casts Lkirkfft’ss and 
attempts to flee to Kasmine. Caldre's staEisfics are 



Tactics: The mephits wait within the magma Hows 
until the pa rty d i s e m barks r lie to we r a n d a t te m p ts to 
cross the third stone bridge toward the clerics temple 
(area 8 ). When the parry is halfway across the bridge, 
three mephits attack from the magma using their breath 
we a po n s, h i c h a r c u se a hi e eve r v I d 4 r o u n d s- b e twee n 
blasts from iheir breath weapons, two mephits use their 

one attempts ro 


Ad-hoc XF Award: PCs who successfully deleai the 

ji 

magma mephits here should earn the normal e-Xpe- 
vie lice due to the difficulty of battling tlie mephits in 



a nous terrain. 




w 



C I 




til t 



8. TEMPLE OF THE XILLS (EL 11) 

Acrid smoke billows along the floor ol this rough 
carved room. .Black basalt, porous and jagged, domi¬ 
nates this area. The curving sloped walls ascend a full 
party, while another creates a cloud of choking smoke 50 feet up to meet in a great arched dome overhead- 

Various ledges and rock crevices abound in the area, 
and the skittering sounds of unseen denizens waft 
toward you, distorted by the ever-present mists. A 
massive altar of once-molten glass dominates a nook 
carved from the east wall of the room. The altar is a 
smoky^ translucent pink color, with depressions 

i 1 .s surface and a collection o f h u m a n o i. d 
skulls placed about its foot, 

A number of finely woven banners depict fiery 
gs being worshiped by a score ol small, insect- 
like creatures with six limbs. The norib end of the 
room holds a molten column ol viscous lava that 


are on net or engulfed in [he darkness 
of the pyreftYiuuc.^ smoke must make an Intuit Direction 
check (DC lO) to avoid siumhfing near the edge of the 
bridge if they attempt to move. Characters who fail this 
check must then make a successful Reflex save or Bal¬ 
ance check (DC 14) or tall into the lava below. The 
mephits are reluctant to exit the safety of the magma (it 
provides half cover) and continue to harass the PCs in 
this manner by breathing and then pursuing the 
lers as they move along the bridge from the magma 
creates a challenging encounter as the PCs attempt to 
engage or escape the mephits. 

Falling in magma is potentially lethal, as described in 
the "Magma" section above. 

Development: If the mephits are not dealt with, or if 




f \ 1-I-5 


H I 1 




flows from the floor into the ceiling in rhythmic 
waves. Giving off a blistering heat and casting a red 
glow into the room, the column thrums witli magical 
energy^ glowing and pulsing in the waves of scorching 



NEW MAGIC ITEM 

Whip of Taming: The whip of taming is the answer to every 
depraved devil's dark prayers. Woven from the flayed hides 
of hedonistic mortals, this dull black+2 unhoiy ivhf'p features 
barbed hooks at the ends of its three long tails. Up to three 
times per day, upon a successful melee attack the wielder 
can choose to have the whip afflict a victim with the effects 
of an emotion spelk The effect of the spell is always 
'^despair'" as described on page 199 of the Player's 


Handbookr A successful Will saving throw (DC 16) negates 
the emotion effect, but not the damage. The whip is a tool of 
evil, and any good creature attempting to wield it suffers the 

associated with using an unholy weapon. 

Caster Lei^el: 7th; Prerequisites: Craft Magic Arms and 
Armor, emotion, unholy blight; Market Price: 65,901 gp; Cost 
to Create: 32,800 gp + 2,624 XP. 























































hear, A red-skinned reptilian tigiire about 5 feet liigH 
and clothed in robes ot black leather stands at the 
aliai'f chanting in a strange tongue. 

The temple is the residence oi the cleric leader oi the 


them. He focuses his attacks on one opponent at a time, 
triistijig in the elemental to distract tougher [ighter 






1 J.J I ill 


ai servant. 

^ Caldre, Male Xill Clr4: CK 9; Meditim-si/.e Out¬ 
sider (ev'il, iavvlut): H D 5d8+10 plus 4d8-i-4; hp 67; I nit +7; 
Spd 40 fr.t AC 2.S, llat-looted 22, touch 13; Atk +13/-5-8 
melee (ld6+4p +2 light mace), 4-12 melee (ld6-i-2,4-1 light 
mace), -t5 melee (I d4-H2, claw)^ -r5 melee (1 d4+l, claw); or 
-hi2 ranged ( idAS/ciit X3, 2 masterwork longbows); SA 
improved grab, paralysis, implant; SQ plane walk; SR 21,; 
AL LE; SV Fort+10, Ref-h8, Will-hi 1; .Str 15, Hex L6, Con 



15, Int 12, Wis [ 7, Cba 11. 

Concentration 4-9* Escape Artist 411 * Intuit Direc 
tion 46 , Listen 49 , Move Silently -rl 1 , Spellcrafl -h6, Spot else of interest in the room. 
49 , Tumble +L1. Fmh; Combat Casting, Improved Initia 


types. 

11 reduced to fewer than 20 bit points, Caldre casts 
tiurknrss and attempts to tlee to Kasmine to warn her ol 
the intruders. 

The Temple of the Xills dominant teature is the lava 
column in the alcove. A successKil Knowledge (the 

15) reveals that the plume is a gate to 
the ElemeiUal Plane of Eire. The key to the gate is not 
present in the hideout fnor is it part oi the adventure at 
all) and Cadre was busy attempting to divine what would 
open the gate so that he could travel through ii/Fhe other 
interesting feature in the room is the glass altar, which is 
formed from a solid piece of gl ass and fused to the 
ground. Other than Caldre 's belongings, there H nothing 








11 ve, M u11 1 dex te ri ty. 

Focus (mace). 

Spells P re patrol (5/5/4; base save DC ^ 13 4 spell level): 
0—=r[uT minor icatufiis X2, dclcci fuagir X2, ivsistaurc; Isi— 
i urc n'Oiuitfs X2, cudEUT cicETicuts X2, prctcrtfou /rom 

\-son X2. 


. Weapon 9 . THE CLERIC’S ROOM 


This room is very sparse. The rock walls have been 





^wn smootn ana near ansouueiy no ornamentation 
wharsoeven The stone floor is also smooth, with a 




.h\ 




1 — 





hi 



■I'pn dt 




■TXuuain Spells. Donuuus: Evil (east evil spells at 4-1 
caster level); Strength (feat of strength l/day—44 
Strength tor t round),. 

Pov'sr5Sf(ius; 4! rkaiff .duri, 42 Irgbl EUiifr, 4t Ifi^ht niart’, 
petfOfT afnuT mOilcrafr tvoiuhLs palinu n/ritrr rntiraf ivaiunls, 
pntem of"prolcrtiaii frem ckuncjils (/Ere), bag ol diamonds 



aery cn 

surtace. It contains a 
glass that rises about 3 feet from 
covered with a number oi strange skins : 
partially cured at best, which exude an tin 

smell. 


LS 



1 his is C a hires room. He carries his valuables on him 




I, 200gpX2, l50 gpX4, 

^ Large Fire Elemental: hp 60; Moi] 5 irr ALmuaf 83. 
Tactics: The elemental presently resides in the lava 
column heating the room, but it immediately attacks to 
defend the xill cleric if the pair w'as not alerted to the PCs' 
movements or bnttles with the magma mephitis.'! he lava 
column gives off a tremendous amotint ol heat, and char- 
acters who come within 10 feel ol it take ld6 points ol 


so 



no 



interest in 




10 . 

Cretting into this chamber has its own small challenges. 
The door to this room is made ol solid stone, although it 


IS 




much noise. It’s unuitely tne 8 L.s can prepare 
e n cou n re r befo re entering with me re Listen checks. 



subdual damage.The pillar also radiates enough heat that Magical means might help them figure out what lies 
it acts as a lira! tntLil spell (caster level 3rd) against char¬ 
acters who get that close. 

C a [ rl re casts re ?: i s i c I e e e r c e e i s (j mt ) a n d p m (cr I e im fro eh goe d 
on himself ii he can, He then moves back to the pillar and 
casts ktdJ’s drnu^ffT on the elemental be lore turning to 


(P Stone Door: 6 in. thick; hardness S; hp 90; Break 
IX: 26. 

Trap: Anyone who .steps in the 5-foor square before 

e command phrase, ''Kas- 




taunt tne parry into rusning m to attach tnem* ret using to 
parley at all I ie then casts luild rsoE! twice il he has time, 
Caidre loves fighting with his magic maces and claws, 
and once the characters engage him or he runs out ol 
lioldperson spells, he Tumbles by the hardiest fighters in 
an attempt to reach a spellcaster or ranged attacker. He 
then uses his Strength domain ability to increase his 
.Strength by 4 {42 to attack and damage) tor I round and 
attempts to drop a PC with one mighty blow. If he can, 
Caldre grapples physically weaker foes and tries to bite 




1 LI 

mine is a devilish beauty" triggers 

Alarm Trap: CR 2; triggers mental alarm; Search 
DC 26: Disable L3evice DC 26. 

Once the PCs open the door, whether they tripped, dis- 
^ or ignorer 




following: 

This room is gaudily decorated. Flowing red and 
purple draperies and huge murals adorn the walls. The 
murals show sequences that depict the temptation and 
























THE JACKAL’S 
REDEMPTION 









man ro a varieiv ot vices. CviinJrical marble 

j ri 

columns surround a steaming tub filled with warm 
bubbling water Many 
towels surround the 
and west. 

nd ot the hall vou see a balcony over- 

/ fi 

one- Suspended 
alcony is an 


a senes 

e 

imposing^ man-s 


Li cr 


iron 


that he can't help hut gaze into 
north, is a human male. As you vva 


seems to 


The man is emaciated) and you 


on 


Be lore vou can truly take in this scene, you notice the 

r ■ V 

two human-sized insect creatures covered in heavy, 
smo 

of rheir tour arms is tipped in razor sharp claws, 
a 11 h o iigli t lie c rea i u res a I so ca rr y trident s. 


This is the lair of 
Kasmine the erinves. 


> I 1 ^- 


ing laiit'U to 

into becoming 


eviij sne IS attempting lo 
drive him insane by 

j 

forcing ihe wizard lo 
watch tlie capi tired 
townsfolk in the cavern 
below being implanted 
with the eggs ol the 
xills. when the xills are 
birthed, and the towns- 

^illedr Kas- 

I 

mine h sure the sight oi 
it \ V i 11 d Y \ ve lie 1 ra t h ove r 
the edge, hither way she 
is enioying her game. 


L' cnecKs in 
on Be I rath periodically, 
but she spends most ot 
her time in her personal 
quarters (area i 3 )ploi- 
ling her next move, 
biles appointed a pair ol 
gitardians to watcli Bel- 
rath while she scliemes. 

Creatures: The 
two insect creatures are 


mezzoioins, native 
denizens of Cieheniia 
and one of the sub¬ 
species ol the dreadetl 
yugoloths/rhey were placed here to deal \vith any rescue 
a 11 em p r s or o t h e r u n we 1 co m e ini rude rs, a n d t hey re 
eager to 

In addition to the mezzo!orhs, one 
' )s is 




Ir 1 f 


cage, mv 


I- k 


.P I. 


r . 


Its tune whispering ro neiratn, reminuuig nun 
ure and describing in excruciating detail the pain :lie 
lownslolk will experience ^yhen the xills'eggs hatch. 

^ Mezzoloths ^ 2 ): CR 7; Medium-size Outsiders 
(evil); HI) KdH+S; hp 44: Inii +4; Spd 40 ft.; AC lb, llat- 
fooied lb, touch [ 0; Atk +12/+7 melee (Id8+;4 trident j or 
-t-t t melee ( ui4+3!, 2 claws), or +12 ranged [ ldb+3, tri¬ 
dent); SA spell-likc abilities, summon yugolotli: 

h uttaliiies; SR 22; SV 


hon +7, Re I + Will +6; Str 16, Hex 1 I, Con 13, Ini 7, XX'is 
10, Cha 14. 




Cf r? 


s: Hide +9, Intimidate +10. Listen + E 1 , Move 
^ +9, Soot +1 L fV 


1 x 


1 






rr 






At wi 


o Si 


. siY iuet^ihdflr: 2/day—ileiiJkdk 





































































(Ciisier level Sth; save DC 1 2 + spe 
Twiee per (.lay; a memjloih can use irlrpeii n'r(!ki|j| error 
(self plus pounds ol: objecis only) as the spell east by a 
r>rh-le 


Once per day. a mezzolotb 


^w.i sorcerer. 

Summon Yugoloth 
can attempt to summon another me/-/.oloth with a 40" 
chance oi success. 


T 


1 ■ 


K' ■ 


s are immune to poison 
and acid, and they have cold^ lire, and electricily resist¬ 
ance 20/1 hese are exrraordinarv abilities. 

jt 

Yugolothscan also communicate telepaihically with 
any creature within 100 teef that has a language. I his is a 


kl h t 


nSee the Mimiuii o( ilic PJanr.c page IS ^-[88 if you’re 
interested in more inloniiation on mez/oloihs and the 
other subspecies of yugoloths. 

Pesscsstens: The mezzoloths carrv 


r % 1 n r*" JE fc 


arnec 


irkienrs, but not [ling else. 

Tactics: One mezzoloth begins the light with its r Ini id- 




u' targets a toug 


SLXU - 




inter \v 




U, 


mez 


zoloihs light with their tridents or claws until slain/fhe 
yugoloth master who “loaiu'd " them to Kasmine—a 


named Por Ell- (old them to (ollow her 
orders to the letrer, and Kasmines last orders were to 
battle intruders to the death. 

rhe imp sitting on Heli-aths cage watches the battle for 
I round before acting. U then Hies invisibly to the rear¬ 
most PC and at tempts to sting him with its barbed tail 
rhe loll owing round, if it is still alive, it turns invisible 
and rushes to area 13 rc inform Kasmine of the PCs' pres¬ 
ence. 

Development: During the combat, the wizard Belrath 
listens intently. Lhiable to call out due to his gag. unable 
to even watch his fate decided, he waits tensely until the 
battle is over. 11 the PCs release him horn the cage^ he is 

etui. He now realizes his folly and is 
e.viremely determined to make up for his mistakes. 

Belrath is secured in the locked 


manacles: one binding his ankles and one chaining 
each of his hands to the cage. To free Belrath during 
combat each of the lour locks tone on each set of man¬ 
acles and one on the cage itself 


3 


*1 




Masterwork Manacles ( 3 ): hardness 10 ; hp 10 ; 


eak l)Ci 28; Open Lock DC .30, 

Ip Iron Cage: hardness 10 ; hp 45; Break DC^ 26; Open 
Lock DC 30. 

e kev that Kasmine has around her neck 

i 

enables a character to free Belrath in 2 rounds. One 
c ir a rge fro m a k u er k spell o p e n s a 11 fo u rloc k .s simultane¬ 
ously. if freed during combat, Belrath immediately 

his captors and aids the party to the best ol his 
ability from that point on. 


II the characters rescue the wizard, he is 
he demands that t h e c h a t a c t e rs h e i p It i m tvs c u e i he p e a s- 
ants in area 13 . If the characters re I use, Belrath, in a lit of 
guilt, rushes into area 12 in a mad solo rescue attempt. H 
the PCs don't follow soon alter, the wizard is quickly slain 

s. 

Belrath doesnt volunteer any inlormation regarding 
his coir LID 


Lire ro rei 


s t r u e 


nature- He savs onlv that he 'Tell victim to the fell wiles of 
a dread hi I devil" and that ' 1 ie has vowed to make it up to 


pointed/ If the party 1 


• 1 1 r 


HE * 


U were Su' 


and withdraws into a quiet, dark 
ihai doesn't lift until he is back on the 


rv 


% ■ F 






* r 


+ 4 b 


1 


a 


Ik 


•.r •. 


Material 


i. 


a leas 


in tow; 


4 
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f Bel rath, Male Human Wiz8: CR 8; Medium-size 
Humanoid; hp 40 (currently 2l); l iiil +6; Spd W ft.; AC 
I2i Haf-foored 10^ touch 12; Aik +5 melee (ld3”ln 
unarmed strike) or +8 ranged flanged touch); SQ spells; 
AL CCk SV Fort +4. Ref 4 4^ Will +6; Str 9, I>x 15, Con 15, 
Ini 18^ Wis 1 C Cha 12. 


All these people once lived in llaleas Reacli/i'he 
young hoy kidnapped in the opening scene is present 
here unless the PCs toiled the initial abduction atiempi. 


Creatures: Fhe room is guarded by six xills unless 
they responded to Kasmine’s scream for help (see area 
i j). Twenty peasants are held here. Also note that if 
SloOs: Concentration +9^ Spellcrafi +7^ Knowledge (the either or both of the two xills in the initial encounter 
planes) f7. fTcifs: Brew Potionn Combat Casting, Crah were slain, the number of xills in ibis room should he 


Wand, Craft Wondrous Item, Improved Initiative, Scribe 



PLissesskius: Beivarms tour spellhooks sit in a sack on the 
tloor in [he corner ot the room, out ot sight ol his cage. 
Other than that, BeiratlVs only possessions consist of the 
rough rags he currently wears; the rest of his gear was 

a wav to 





Sgeds Prrpurcii (4/5/4/4/3; base save DC = 14 + sped 
1): 0’— ray o//rest, rcsishturr, hghi, driiYt niagfc: 1st— 
??iagc urmar, tdni(ijy, derf?, magic missile X2 (one used); 
2nd—tt'cb, blur, uu'isdulify. mirror on age; 3rd—dr sped 
Uhigrc, ifghfrirng bolt, Imsie. skm': 4fh —confuuonf summon 
monster t V,/rre s/radd. 

The bolded spells were cast by Belrath during the 
combat in which he was captured by Kasmine. 


reduced accordingly. When they i rave led to the I’rime 
Material Plane, these two xills left their most valuable 
possessions behind [see Treasure below). 

The tliree small rooms branching from the main 
cavern act as the sleeping chambers of the xills* bach 
holds several small beds and an assortment of common 
living item St but the xills carry their more valuable 
treasure. 

^ Xills (6): hp26, 28, 31,34, 35, 39; MojisJlt Mimuid 187. 






as a 


i'llL 


■ssfons: nacn xtii carries a small magu: item you 

while running this encountei; The first 
pWrem af am medrntlr uwmds, the second a pal ten pi 
, [he third a pefioii aj blur, the tourih a -n / 
d, the fifth a -rl hciiuy nmCA and the sixth a +/ 




medium durM. Hach xill also wears an iron key on a thong 


\ as 


as 


contains 
s. 0—alb tsf 





H I j- 


ideiik'Mfs,/rafher fiilb gmi^'ir, .deep* un^cru 2nd— 

gnifc, amtuitkil /lumc, deferf Ihcmgh/s, cnduraucc, /lum/ng 
sphere, tMisdnvdioiI, |in>fiT(ten from itiToie^; 3rd—fiiTbafl, 
giralri- magre imipon, preftYficm from cic 
4! h—£ I f m e n s f o mi oo r, so f J ti jag. 





Tactics: If thevdo not hear Kasmines scream, the xills 
are tending to the prisoners and preparing tor the birth 

,d their implanted hosts to ihe 

death. 

Development: The prisoners have been implanted 
with xill eggs. The peasants are extremely grateful to be 
rescued, and they want to be brought home immediately, 
A successful Heal check [ DC 20) 



4 his room is empty except for four small columns that 
stretch to the stone ceiling and a door in the east wall. 




• t he eggs can be removed with a successful Heal 
check (13C 20) or by casting remour drst’a.<t'* 


e room is empty. 



w 



This cavern can be seen by sva 

1 

from area 12 or by loobing ovei 


in area ii. 


The roughhevvn rock cavern contains a scene best left 
to nightmares. l ied spread*eagie to stakes on the lloor 
are dozens oi peasants. Wild eyed with terror and in 


are 


within 8 hours. The next group ot lour xills emerges 24 
hours later, and the cyele continues in this maimer uniil 
,m the tunnel all the peasants are dead (and all the xill are born) or they 

are healed. U the party cannot heal the afflicted towns¬ 
folk they can be transported to I inlen's Reach, ora runner 
can be sent to retrieve Cedras Arpad, the Cleric of Pelor 
who will have the requisite vauovc disrusc scrolls and 
spells prepared. 

Treasure: A successful Search check (DC 15) in the 


r- 


ow 


ises and their abdomens 


e more 


; you notice 
occasion- 


or throbs. 


Barrels ol water and sacks of food are piled in a nook 
in the north of the room. Three small chambers lead 
from this cavern, but you cannot make out whai might 
be hidden vvithin their shadowy depths from where 
voLi sta 


three small rooms oti the main chamber reveals a small 
coffer near each bed (there are a total of six)^ each of 
which can be unlocked bv the keys worn around the 

1* V 

necks of the xills* Fach coffer contains 500 gp/fhis 
would be a prime location to drop a hook lor a flit tire 


i’Ct in 


a n 01 e, j ou r n a f, 01 ^ c a m pa i gn re 


evanr item, 


















[3. KASMINE'S BEDROOM (EL 13) 

rics h^ng on the walls of [his plush fooni, 
aet covers the tloors aiid a large pile of 
,ih;l hbnkets are mounded in the northeast 
room. Racks ol women's clothing and 




snoes rake up me entire lengrn ot me soutn wait. Many 
chests ol'wood bounLl in steel are scattered about, some 
half open and spilling their contents onto ibe floor. A 
1 a rge m \ rro red d re ss i n g i a bl e c ove re^l i n cos m e t ics a n d 

e 

wail, and two chaise lounges upliolsiered with bro¬ 
caded silk in tones of gold and blue are set near the 








.s: oiLut +14, Concentration +11, [disguise +11, 
hscape Artist +9, Mide +9, Knowledge (the planes) +11, 
Listen +11, Move Silently +9, Search +7, Spellcrai[ + 12, 
Spot + t i, J tNtfs: Dodge, Improved Iniiiaiive, Mobility, 
Exo i \ c We a p o n P t o ft c i e nc y (\v h i p), 

LuuuMiigcs: Common, Tnlernal, lilven. 

s Knnti'ii (6/8 >: base save DC - l> + soell level;: 



0— i/i'lerJ tihigtf, ligfil, niugc Itiind, niv el /resi, 

rciid ttiagnv; 1st—uhirni, r/rarm persen, mage ormov. niaga' 
unssdi’: 2nd—ILufEmg s/dtenc iveb. 

rurg ef umioi'rlcnk'ffLil rt‘!tjsri[ut.'r (ck’ftrfcdy), 
goLau (jjVi/rc niDdcrafc n'ctufils X2, lelfiji ci| ftmungRsee the 


dressing table, their car veil wooden legs ending in 












^ E MEW. THflrS M ^ 
put^ortmfimmojriwsL 
^ DWT vm KMOB TWflP ^ 


^ WCWUaMfHOW, ^ 
eowmiOMiPTOGcniK 


VOUFOft 

MLHZOM 


tauT 

povai 


aming gilded claws. A huge round bed occupies the 
middle of the chamber, covered in a rich purple velvet 
spread and surrounded by diaphanous bangings of 
sheer labric that tluTter and ripple in soft aircurrenis. A 
number ol oil paintings grace the walls, depicting the 
sb torment ol a variety ol tnen 


■oinpt 


lUHis women w 


.-i"' 


ed, bat-Ii 


\\7 


This is Kasmine's personal chamber, if the PCs have 
made their presence known to her, she appears to them 
in iIh' guise ol the beaiiiikil, lied pi ess captive of the xills 
in order to buy time to nse herga/e attack. 

A secret door in the west wall can be fotind on a suc- 
ces'ijul Search check i DC 20,. 

^ Kasinine, Erinyes Sor 5 : CK 12; Medium-size Out¬ 
sider (evil, lawful!; (5 It., 6 in. tall); 1 11) 6d8+6 plus 5d4+5; 
hp 60; I nit +s; Spd 30 It., lly 50 ft. (average); AC 20, Oat- 
footed 19, touch 11; Atk +I2/+7 melee (ld2+2 subdual, 
udup (]J fufNffFg), or + i0/+^ melee ( ld8 + 3/cn[ t9-20, 

rd), or + 9/44 ranged (ld8/crit X3* longbow), or 
+9 ranged (rope entangle), or +9 ranged touch; SA rope 


entangle, cliarm person, spell-like anilities, summon 
baate/u; SQ damage reduction U>/+t, baate/u tjual 


tongues; SR 12; AL LE; SV Port +7, Rel +7, Will +11; Sir 
! 4, [)ex I 3, Con 13, I nt 16, Wis I 4, Cha 20. 


Imps (6): hp 16,15,13,13, 12, 10; Afoitslrr Miuuad 48. 

Tactics; If the characters trigger the alarm trap or an 
imp in area 12 warns her ol the lK)s' presence, Kasmine 
casts nidgr itnmu and uses lier ;wfymi>rp/i self ability to look 
like a beautiluh disheveled human woman. She then 


begins to make gentle crying noises (Listen DC 10 ; 
beiore the characters open the dour. When the characters 
enter, Kasmine immediately ac-lopts a damsel in distress 
act. She runs toward the characters, crying and pleading 
with them to save her husband from the terrible cage, 
She attempts 10 make eye contact wit It as many charac¬ 
ters as possible, attempting u> use her charm person gaze 
attack, ail while asking the P<3s 10 Iree him. 

if this tactic does noi work, Kasmine lets out a 
curling scream that causes the imps hiding in visibly in 
the room to attack itnmevliate 1 y. as we 11 as tlraing the 
xills from area 13 in 2 rounds. 

Consult the Mou^fer MimkiiJ carefully in preparation 
for [his encounter, paying special attention to Kas- 
mine’s spell-like abilities, her charm person ga/e attack, 
and her entangle ability. Kasmine is not a figliier she 
prelvrs to let others do that tor her and live to manipu¬ 
late another day/rhe devil won't stick it out and 
the death. U ihings go badly, she uses her tcfcfknl leiftieiH 
r n'(> ('ability an d esc a p e s into t h e v\' i I tl s of G e h e n n a. A t 
this poinu she would be virtually impo.ssible to lind 
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ISSUE #96 PREVIEWS dwarves at dinner 


PANDEMONIUM IN THE VEINS 

by Frank Brunner 

Gladiators fight for glory on the sands of The Veins^ the 
wildest arena in the land* But now a malevolent force is 
killing off the gladiators. The stables need new recruits^ 
and the PCs are prime candidates. Can they survive pro¬ 
fessional combat long enough to expose the menace to the 
Veins? "Pandemonium in the Veins” is a D&D adventure 
for four Sth-ievei characters but is adaptable for levels 1-9. 
This adventure is in support of ^Campaign Components: 
Gladiators” from Dragon Magazine issue #303, 


by Rob Manning 

when adventurers visit the Underdark^ they expect foul 
events to befall them. When Underdark denizens visit 
the surface, they should expect the / 
same . ,, shouldn't they? When ^ ^ ^ - 

deep dweller of royal lineage is ^ ^ ' 

trapped by a foul beast on the sur- / ^ ^ 

face^ his entourage must coerce / 
some unsuspecting dupes into / \ 

rescuine their leaden Enter the 


rescuing tneir leaaen bnter th( 
PCs, ''Dwarves at Dinner” Is a 
D&D adventure for four 6th- 


level PCs but is adaptable for / ^ 
characters of levels 2-8, / 


LiniesR the PCs resort to powertiil magic (such as 
fora ho H or something similar), if the PCs display the 
capability to discover her whereabouts^ she continues to 
lefqioH ivifhouf turor until they cease pursuing her or she 
is slain. 

Treasure; Besides Kasmine's personal treasure, she 
owns dozens ol dresses and marching shoes {800 gp 
total) along with twelve pieces of assorted jewelry (100 
gp each). 

H. KASMINE’S TREASURE ROOM 

Once the PCs find and open the secret dooh read or para¬ 
phrase the lollowing: 


The secret door parrs silently from the walls of the cave 
and swings lightly outward without a sound. It opens 
into a rough-hewn chamber that contains a pair of 
large closed chests. The walls and flour are completely 
unadorned and swept bare of debris and dust, A low 
ceiling of chiseled stone looms barely 8 feet overhead, 
I'he chests placed in the center of the room are made of 
wood bound in iron and seem to be quire sturdy 

I he room Es otherwise empty 

Treasure: The chests are not trapped and contain the 
tollowing items: 300 gp; 1,340 sp; a +2 hTifL'-tixe; arcane 
scrolls of cn/TingioH, ftud mnJrad, and raid ml divine 

scrolls of JoprI phuiar aHy, and nre|:3/(ig doom; and a 
pt3i JO ti of red 11 ce (5 f h level). 


If the PCs succeed in liberating Belraih, freeing the peas¬ 
ants, and returning them to Halea's Reach sans the xills' 
they are invited to a week long celebration in their 
honor. The celebration takes about a week to prepare. 
During that time, the characters are treated royally by the 


folk ol Ha lea's Reach. Many of the people who tied town 
begin to return by the end of the celebration. 

Behath is extraordinarily grateful and offers lo make 
each of the characters a potion of their choosing, if the 
characters looted the tow'er, the Jackal expects them to 
return his things, although he is perfectly happy to let 
them keep any of Kasmine's belongings. The wizard is 
visible helping with preparations for the celebration and 
remaking old acquaintances in town. 

Bclraths tower continues to phase back and forth 
between the Prime Material Plane and Gehenna, and Bel- 
rath vows to find a way to stop the shifting. Bel rath might 
even ask the characters to go on quests looking for infor¬ 
mation and magic items that might help fix the towen 

Kasmine's hideout remains accessible to the parry for 
as long as it takes Belrath to stop the tower from phasing. 
The conduit to the Elemental Plane ot Fire is still present, 
as are the rocky mountains and deadly slopes of 
Gehenna, should the PCs be interested in piErsuing fur¬ 
ther adventures in these places. 

if Kasmine escapes alive she delinitely looks to have 
her revenge on the PGs. Kasmine is a master manipula¬ 
tor, and the characters have just scratched the surface of 
her possible resources, 11 Kasmine is forced to flee to her 
lather, an even more power!ul devil, and the characters 
find means to follow her there, things might get really 
interesting. 12 

child f5 cl grade .'if/jool Ifcidtcr, imrfpciiiaut rnlqTiyfng add if i, 
and paH-fiuie DM. He iMliahih the (rigid fiortIuTff ivaile^ ivilh 
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THE WITCH OF 


SERPENTS BRIDGE 
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'liie Witch d 1 Serpen lit Bridge” Is A D&D ad venture 
designed for tour 3rd-level player characters (PCs)* A 
ranger would be helpfuh as would characters with good 
Diplomacy sl^iU. Characters who survive the eiirire 
adv^mure should advance to 4th level You can modiiy 
the adventure toe other levels by adjusting the encoun¬ 
ters as described in the ”Sca!ing the Adventure” sideban 
The adventure begins when PCs take the most direct 
rotite through the Stagnant Wood* 



lot hundreds ul years, the Stagnant Wood has been a 
intnting ground for small baiiEls ol gnoils. The wood ts 
crisscrossed with their trails and spoiled by reiuse ham 
their temporary camps, it is xilso home to a solitary hall- 
elf witch ntimed Voreo, whom the gnolis fear and avoid. 

! tuman civili/arion came Eu the region over a century 
ago^ and the Woods Rond cut through the heavily 
forested area. People from the surrounding towns used 
the road lor years^ but stories oi irighteningcreatures and 
missinv travelers eventual]v convinced most sensible 
lolk to avoid it. Insteadj they skirted the wood to the east 
and wore a path they called the W ise Mans Way, now the 
Wisem Road. 


:six summers ago, a barbarian teaoer rrom me nor 
conquered the towns in the area a ltd claimed the wood as 
part ol his lands. He iorbade the worship ot Kord, the 
local god of choice^ demanding tribute and sacrifice to 
the evi! barbarian god hryThnul Many people were 
driven irom their homes and villages to fend for 
selves in the wild, A small group of these refugees^ 
mostly Irom the conquered town of Pedwteh, faced the 
dangers oi the Sragnant Wood and secretly settled the 
ramiet of New Pedwich miles Lip the old Woods Rdad. 

Although the early years were toLigli, New' Perlwich 
has (lounshed, its people have cleared the surrounding 


leader from the 


th 



lands for fanning and pasture, A few brave townspeople 
have ventured into the dense woods to harvest pelts, 
meat, mushrooms, berries. 



rare plants. 

Even in its prosperity, though, the hamlet has not been 
free ot the danger that surrounds it. Livestock disappears, 
and the occasional lone traveler is lost. The yipping, 
howling, and growling from the woods sometimes robs 
the entire town of sleep. 

Jelupj the towifs young priest, recently proclaimed that 
Kord had come to liitn in a vdsion. The god declared that 
if the town built a tine new temple of stone, 




give them the strength to purge evil from the surround¬ 
ing woods, I'he town decided so heed Jehip’s vision and 
repay Kord’s generosity by building a modest stone 
temple in his name. Master Mason Pug Highcourse 
found hard liTnestone in an ancient quarry nearby and 
sent south tor skilled laborers. 

It is now early fall ^ind the new temple has risen along 

•p 

with the daytime heat and the crops in the fields. The last 
full moon before the harvx^st moon has ju.st passed* The 
people of New Pedwich are preparing to gather their 
grain and animal teed into barn.s and silos. 

Up until now the gnoils in the area have left the town 
alone, ft has been easier for them to kill and eat helpless 
livestock or a band of disorganized ores. The prospect of 
risking their lives attacking a welhorganized village just 
fur food and a few slaves never appealed to them. But 
now, encouraged by an alliance with barbarian invaders 
and offended by the permanence of the new stone 
temple, the gnoils threaten the towfi with poison and a 
direct night attack. 

A gnoll wizard named Yeecha, at the nearby shrine ol 
the demon lord Yeenoghu, has been watching the town 
with apprehension and disgust ^ watching it grow and 
prosper, watching the temple li.se* lie has been collect- 
ing poisonous berries and plans to poison the town's 
stores of Sira in as soon as the harvest is over. 



















The more immediate nnd less subtle threat is the local 
gnoll leader, Oiuigharra, He has recently been convened 


problems at the temple. Pug does not remember Hnding 
the shrine entrance or confronting Yeecha, but he is now 


to the worship ot Erythnul by At wan, a missionary sent fully convinced that the witeb is the problem, 
into the Stagnant Wood by the barbarian conqueror. 

At wan has convinced Oitugharra to attack the town, kill 
the Kord worshipers, and destroy the temple. The gnoll 
eadev is gathering his forces in a small clearing a few 
miles to the north of New Pedwich. 



W'hile Oniigharras band gathers, he has sent small par¬ 
ries of gnolls and goblins to scout out the town. Since the 
new temple itself will make a reasonably defensible 
fortress when complete, Oniigharra has ordered his gob¬ 
lins, especially the rogue Schleggir, to sabotage its con¬ 
struction. They are responsible for the death of one 
laborer and injuries to others. 

Master Mason Pug Highcoiirse spotted one ol these 
goblins sneaking around town one night and iollowed it 
into the woods to the east* He lost track oi the creature 
hut found a trail cut through the dense forest. Not know¬ 
ing which way to go, Pug chose to lollovv the n ail south When the PCs arrive in the town of New Pedwich, their 


The PCs might run across the hamlet of New Pedwich if 
they decide to take the most direct road north through 
the Stagnant Wood, Fresh vvagon and horse tracks from 
(e m pie I a b o re r s heading to w a rd N e w Pe d vv i c h m i g h t 
convince them that the road is sate. 

One of the PCs could be related to Epps, the temple 
worker that died, and might hav^e heard that it was not an 
accident, PCs might also be recruited directly by Pug in 
one ot the southern towns, which he visits often lookin 
lor more laborers, See area Bi for details. 



and ended up at the dark cave entrance to the shrine of 
Yeenoghii. Pug entered the cave and encountered the 
gnoll wizard Yeecha. 

Instead ol attacking Pug, Yeecha liypMohzed him/T'he 
wizard convinced Pug that the witch of Serpent Bridge 


goal is to discover the cause ot the accidents at the new 
temple ot Kord. They can stay at Slatejaw's Lkiarding 
House with the workers construenng the temple. 

Pug High course immediately sends the PCs in the 
direction of the witcli ol Serpent Bridge^his hypnotic 


had cursed New Pedwich and was responsible tor the suggestion doesn’t allow him to accept another y>oss3bi]ity. 






















































I witt h tries TO frighten the charterers away with her 
spells but might eventually make contact with them. She 
tries to coi’Lvjnce them she is nor involved and directs 
them toward the gnoll trails east of New Fedwich. 

Cither through information from the wirchf goblin 
tracks through the woods, or the strange stories ot the 
old farmer Mentoe, the PCs find their way to the gnoH 
trail in the woods to the east ot town. This leads them 
south to the underground shrine ot the gnoll demon 
lord Yeenoghu and north to the encampment of the 
gnoll warlord Onugharra, who is gathering forces to 
attack the town. 

To success!Lilly complete this adventure, the VCs must 
discover that the witch, Vorec\ has not cursed New Ped- 
wich. Then they must face Yeecha in the shrine of 
Yeenoghu and SLiccesstLilly defend the town from 
Onngharra's attack. They should also stop At wan from 
returning and reporting to his barbarian leaders. 

rheir chance of success increases if they can break 
Pugs hypnotic suggestion, gain the trust of the temple 
laborers, and destroy Onugharra’s camp before the main 
gnoll attack. 

A. THE QUARRY 

! be PCs notice a trail heading east from the road about a 
mile sourb of the hamlet of New Pedwich. It leads to an 
ancient limestone qLtarry that acts as the source of si one 
for the new Temple. It the PCs approach during the day, 
they hear shotiting and the repetitive ring ofmeial strik* 
ing stone. 


to town. See the 'Y^aining the Workers’ Respect’ sidebar 
to determine their reaction to the PCs. 

B. THE HAMLET OF NEW PEDWICH 

About four miles into the Stagnant VX^ood, a wide dirt 
path branches to the east. All of the hoofprints and 
parallel tracks in the road appear to take this path- — 
none continue north. 


if the PCs rake this parb> they walk another half mile 
be f o re re a c h i n g t ia e c le a re d a rea a ron n d t h e h a m le t. Re a d 
the following if the PCs approach by day: 

The path opens into a large glade about 200 yards 
across. In the center is a small cluster of buildings. 
Sounds of pounding, sawings and cursing carry across 
the farmed fields siiirounding the hamlet. 


A quarry has been dug into the ground here. It is 
roughly 30 feet deep and 80 feet across, with steep 
walls on three sides and a ramp down along the west 
face. The air at the quarry is heavy with dust> making it 
difficult to breathe. 


New Pedwich is in the middle of a great project. In 
response to a vision of the town's priest, and in gratitude 
L o Ko rd f D r re cent p ros pe n i y^ t h e f li n d s o f r h e tow n h a \ e 
been entiusted to Master Mason Pug ilighcourse, fie is 
using them to build a small but impressive Stone temple 
in the center of town. 

If the PCs arrive at night, the town looks mostly the 
same, except no one is working on the temple. 

BI. SLATEJAW'S BOARDING HOUSE 

rhe boarding house is owned and run by a large, muscu¬ 
lar man named Arric ^latejaw (male human E:xp2; hp 9; 
Str 16; Intimidate +5, Diplomacy +5, Craft^carpentry 


+5). Slatejaw' gets along well wath everyone in tenvn atiL 
serves his customers at his own pace. 

Slatejaw’s is a simple, single-story, wooden building 
consisting of a large sleeping area for the w^orkers and a 
common room where they eat and drink in the evenings. 

The sleeping room is filled with twelve double bunkbeds 
Eight temple workers (see encounter lYi) are here and the smell ot swear and limestone dust. The common 
during the day, covered with dust and coughing while room contains six tables with benches and a short bar 

they work, fhey are either cutting stone blocks from the where Slatejavv works. A door in the back of the common 

quarry wall or loading them onto sleds for the trip back area leads to Slatejaws own room and storage area. 



SCALING THE ADVENTURE 

This adventure is designed for a party of four 3rd-level PCs. 
Besides adding or subtracting levels from those characters 
and NPCs that have them to alter the challenge of the adven¬ 
ture, it is possible to adjust the major encounters for lower- 
and higher-level parties by following these guidelines; 

1st- to 2nd-l€vel PCs: Assume Onugharra plans to attack 
the town the fourth night after the PCs arrive to give them 
more recuperation time. Reduce the frequency of random 
encounters and eliminate Schleggil and the ankheg 
encounter. Cut the number of gnolls, ores, and goblins in all 
other encounters in half 


4th- to 5th-level PCs: The adventure should be fine as it 
is, but it could be made more challenging by adding 3 more 
bandits, 3 more gnotls to area F3, 1 more grick in area Hll, 
replacing the wight in area F14 with a wraith, and adding an 
ogre to Onugharra's army. 

6th- to 7th-level PCs: Consider doubling the number of 
creatures in each encounter and replacing the wight in area 
F14 with two wraiths or three dread warriors (see Monsters 
of FaerQn page 46). It might also help to make Voreo 10th 
level, with additional spells [dominote person and summon 
momter V) and the Spell Focus (Enchantment) feat to 
increase her chances of dealing with higher-level PCs. 








































Creatures (EL —): Tvveniy temple workers stny 
Skuejavvs. Wlien [hey first meet the PCs, rltey beh;ivc in 
a suspicious and unlriendly maiuTer (see ihe ''C'hiining 
ihe" Worker s Respect" si l 1 ebar)’ 

In the evening, tweke [e m pIe wo]“kers sii in rI t e 
common area and six in the bunk room. Between mid¬ 
night and dawn they are all in the bunk room except lor 
two who stand on watch at the temple. Duritrg the dav, 
they are all out working on the temple or cutting stone at 
t h e c] II a rry - • a 11 e xc e p t Ko rr i ti. w K o I ra c [ u re d his 1 e 11 a r m 
just two day^ ago when the scallolding he was standing 
on collapsed. Koirin svandeis between the new temple 


and hlar{"iaw’si ami has time to [aIk to [he Ptis. 

inuring [he P(!s' rirsi night at Slaiejaw's, the temple 
workers try tt> embarrass them in con[ests ol s£reng[h; 
wrestling (successful pin to win. see i’lijyi'rk niufiiheck, 
page 1 V), arm wrestling (opposetl Stctuigth check), an el 
list lighting (one-on-t’ine unarmed, tin armored combat 
to unconsciousness 

Korrin, Male Human Expi: See [emple worker 
stntisnrs. Korrin ran not nsc" his I eh arm, st> his club 
damage is idf^+l. 

^ Temple Workers, Male I luman E\p i (19); t ]\ I, 
Medium-st/e Humanoid; ill'’ lilt'>+4 (inrhides'lniighness 


ENCOUNTERS ON THE ROAD 

For every hour 

■ the PCs spend on the road through the 

Stagnant Wood 

, roll Idl 0 and consult the following table to 

see if there is 

an encounter. Add 2 to the roll if the PCs 

travel at night. 

and treat duplicate rolls as no encounter. 

Roll 

Encounter 

1 2 

Temple Workers (EL —) 

3 5 

No Encounter 

6 

Boar (EL 2) 

7 

Ankheg (EL 3) 

8 

Wolverine (EL 2) 

9-12 

Bandit Ambush (EL 5) 

ENCOUNTERS IN THE WOODS 

For every hour 

the PCs spend in the woods (including the 

gnoll trails), rol 

1 1 dl 0 and consult the following table to see 

if they have an 

encounter. 

Roil 

Encounter 


No Encounter 

5 

Cobims Gathering Hexberries (EL 1) 

6 

Hexberries (ELI) 

7 

Gnoll Slavers (EL 2) 

8 

Fire Beetle Nest (EL 2) 

9 

Ankheg (EL 3] 

10 

Boar (EL 2) 


Ankheg (EL 3): This creature has been blamed for the 
death of the town's old carpenter. They townspeople call it 
“the Gnasber.'' !t attacks From a burrow beside the road. 

Ankheg (1): hp 30; Monster Manua! 18. 

Bandit Ambush (EL 5): Five bandits hide alongside of the 
road, waiting to ambush travelers. One of them jumps into 
the middle of the road and confronts the PCs, demanding 
their gold and jewelry. The others stay in cover and keep 
arrows ready. 

f Bandits, Human Warl (5): CR 1; Medium-size 
Humanoid; HD IdS; hp 8 each; Init +5; Spd 30 Ft.; AC 14, 
touch 11, flat-footed 13; Atk +3 melee (ld6+l/crtt 19-20, 
short sword) or +2 ranged {1 d6/crit x3. sbortbow); AL CN; 
SV Fort +2, Ref +1, Will -1; Str 12, Dex 12, Con 10, Int 10, 
Wis 9; Cha 10. 

Skilk: Bluff+1. Intimidate +4, Climb +3, Hide +3. Fents; 
Improved Initiative, Weapon Focus (short sword). 

Possessions: studded leather armor, short sword, dagger. 


shortbow with 20 arrows, and 100 sp. 

Treasure: The bandits carry their treasure with them in a 
cloth sack. The sack contains 60 gp, a gold necklace with a 
small emerald {280 gp), a silver-embroidered shawl (30 
gp), and a bronze symbol of Erythnul (10 gp). 

Boar (EL 2): A wild boar charges from the underbruslx 
Boar {!): hp 20; Monste^r MornAai 194, 

Giant Fire Beetle Nest (EL 2): The PCs stumble across a 
gnol! garbage heap that has been claimed by giant fire bee¬ 
tles as a nest. 

^ Giant Fire Beetles (5): hp 2, 3, 3, 4, 7; MoniJter Manual 
206. 

Treasure: A successful Search (DC IS) of the nest reveals 
a potion of enlarge (5th level). 

Gnoll Slavers (EL 2): The PCs are attacked by two gnolls 
leading two badly beaten ores toward Onugharra's encam p 
ment. If the gnolls arc engaged in combat, the ores flee. 
Gnoll (2): hp 11, 12; Monster Motmai 105. 

Possessions: 80 gp. 32 pp. 

^ Ores (2): hp 1, 2; Mortsier Monuol 146. 

Goblins Gathering Hexberries {EL 1): The PCs encounter 
a group of goblins carrying small leather sacks of freshly^ 
picked hexberries (see sidebar). 

Goblins (4): hp 4 each; Monster Manual 107, 

Possessions: 2 doses of hexberries each, 

Hexberries (ELI): The PCs pass a clump of ripe hexberry 
bushes (see the sidebar). If anyone in the party has failed a 
Wilderness Lore check to forage for food today, they gather 
these berries accidentally. Anyone who eats the berries 
ingests the poison. 

Temple Workers (EL —): The PCs encounter three work 
ers from the temple (see area Bl) heading in the opposite 
direction. If the PCs are on the road south of the quarry, 
these workers are either on their way to southern towns to 
spend their pay and drink, or they are coming back from 
such a trip. If the PCs are on the road between the quarry 
and New Pedwich, the workers are driving two horses 
pulling a sled used to haul stone from the quarry The sled 
is empty if the workers are heading south or piled with 
limestone blocks if heading north. If the PCs arc north of 
New Pedwich, treat this as No Encounter, 

Wolverine [FL 2): The characters stumble across a prowl¬ 
ing wolverine. 

^ Wolverine (1): hp 28; Monster Manual 204* 































































hp 10; Inil +0; Spd ^0 ft.; AC 10, lauvU 10, tlai- 
k)ored [0; Atk +2 mtder i ld^+2. unarmed SLibdual), or +2 
me loo (! df.+:C club): AL C\^: bV (ort +L Ref+ 2 , Will + 1 ; 
Str 14, Dex 10^ Con 12^ I nr UK Wis 8^ Cha 9. 

Sblh: Balance +4, Cdimb + 6 , Crair (carpentry) Cmfr 
(stonemasonry) +4, Handle Animal +3, Knowledge (local 
area) +4, Use Rope +4, KnUs: Toughness, Lightning 
Re Hexes. 


tacn nas a 

Old Henioe Black wool is a not hen Slatejaw's regular, 
f ie is an eccentric haliling who appears to be at least 115 
years old/I he temple woiTeis occasionally harass old 
Uentoe lor his wild stories, but he keeps telling them, 
and they keep listening. 


(natLire) clieck ([)(’ 10 ) repeals iluu iliese are goblin 
prints. IE the PCs successhdly iollovv the tracks, they see 

de. Whet't they reach the gtioll 
trail, they see goblin tracks in both directions, bur Pugs 
tracks lead south, 

El the PCs need help tracking, Uentoe lowers his voice 
a lul s II gges t s r li e y V i s i t Does h 1 n e 'IVa pp e i\ i h e i ec lust ee 
daughun ot a recently deceased hunten She lives in a 
small cabin across the bridge, near the edge ol the forest 
(see area B 4 ), 

II Pug Highcourse finds out the PCs are head 
he demands that they stop wasting time and go afic 




Hciitoe 


i Com 8: CR 7; !: 


on Pedwich and terrible sacrifices otfet ed there to 
Lryihnul. " rhat s why we all ended up in tins Kord- 
"'ll wo oils." 


I nit +0: Spd 20 It.i AC 13. touch t2, Hat-footed 11; Atk 
melee (idl-t/crii 19-20, masierwork dagger ; AL CXi; 
SV Port +1, Ref+4, Will +2; Str 8, 


X t C Lon L Int 14. 


If the PCs seem interested in I lentoes stories, he udis Wis9, Cha I t 


them that he believes strange woll-people rule Hie 
nant Wood. He has never seen one, but he has heard 
them yipping and barking at night. 


Skr/lsrClimb 44, J kindle Animal 4 S, Hide+5, Listen 4 i, 
Move Si 1 en11y + 3, ProIession Lsi|uire ) + 6, Profession 
{house servant) + 5 , Spot +8, Perform 43, i uiEe 


? quiCKiy switciies to 
“impish creatures’' hes seen sneaking around town, jf the 
PCs seem 10 believe him, Henioe tells them he saw 
“Masier Highcourse” follow one oi the creatures into the 
woods one nieht. Old Heirtoe 




master work dagger, S gp. 20 sp, qiianersiafl. 


loinenver- 

bank near the old temple ol Kord, where he tells them he 
saw Master Highcourse tollow the creature across the 
riven Hien east into the furesi. 

Development: PCs with the Prack feat can find tracks 
and lollow them with a Wilderness Lore check (IK! 16) 
to the opposite bank ol the river, then east for two miles 
through the woods eg the (inoll Trail (see area E), 
Another successtuI Wilderness Lore or Knowledge 


Read the second pa rag n; 
during the day. 


eI the PC is approacli 


The limestone walls ol the unfinished temple are 5-15 
feel high, sitting on a stone-paved slab. Ladders and 
sturdy wooden scaffolding, lashed with rope and 
pegged together, surround the structure. 


ar men mix mortar, cut stone 
them to the top course with ropes and wooden 


*■ 
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pulleys. The sounds of stones being s 
wood, and the curses of the supervising 
out the other noises in the town. 


apedj sawing 
dwarf drown 


During the day, eleven workers lahor here (see area 
Bi), along with Master Mason Pug Highcourse. At night, 
two workei's are assigned to watch lor trouble, hut they 
usually drink too much and iall asleep at their posts 
shortly after midnight, 

Creature (EL “): Pug Mighcourse is in charge here. 
He is a gruli, precise dwarf with little tolerance for idle 
conversaiion. Since his encDunter with Yeecha (see area 
F 4 ), Pug can't get the witch off of his mind and is desper¬ 
ately looking for help, if the PCs ask about the problems 
at the temple and seem willing to help, or they indicate 
that they plan to continue north on the Woods Road, Pug 
drops whatever he’s doing and takes them to a E]uiet table 
at Siatejaw's to tell them the following. 


' The project has been plagued by problems lately.The 
scaffolding occasionally just falls down, injuring my 
workers. And we have had three fires, all starting lor 
no reason in the middle of the night. No one was seri¬ 
ously injured until a week ago, when we found a 
worker named Epps dead beneath a stone block that 
must have fallen from the top of the temple walk I’ve 


POISON HhXBERRIES 

Hexberries are often mistaken for wild blueberries, but they 
are very poisonous. Their value on the poison market is low 
because they lose their potency over time. 

Hexberries: CR 1; ingested poison, Fortitude save 


put two of my workers on watch every nightj bur 
they’ve seen nothing. It’s very unnatural. 

Now', everyone w'hci lives near these w'oods knows 
about the scheming wirch that liv^s ro the W'csi of Ser¬ 
pent Bridge, Tm convinced that she’s the problem. 
Somehow she cursed this project. 

Pug offers the PCs 2 gp per day each and 200 gp from 
the temple treasury to split between them ii they remove 
the curse. He cannot come with them because he has to 
supetwise the workers, but he can direct them toward the 
Serpent Bridge. 

If the PCs do not explain them selves, they must make 
a Diplomacy check (DC 1 S) to get Pug to open up and 
possibly hire them. II the Diplomacy check hiils, a suc- 
cesslul Gather Ini or mat ion check (DC lo) reveals the 
details dI the siruaiicui. 

Development: In reality, there is no curse. Schleggit, 
the goblin rogue, and other goblins in Onughana’s band 
have caused the mishaps. T he gnoll wizard Yeecha (see 
area F 4 ) has kyiutafnad Pug into believing that the witch 
is responsible. 

The spell is no longer in effect (event though 

the suggestion is), so it cannot be discovered by a dettYl 
magic spell, if the PCs question Pug about why he sus¬ 
pects the witch, he gives only general reasons like '’she’s 





negates (DC 14, incubation period 1 day, ld6 temporary 
5tr/ld6 temporary Str); Wilderness Lore (DC 15) to identi¬ 
fy, Reduce the poison’s DC by one for each week after 
berries are picked, or for each day before they are ripe. 


















































































































evil,” or ‘‘she’s cruised problems in this area before/' II the 
PCs press him tor more details^ he gets increasingly ini- 
tated with their questions. 

A sitccesskil Sense Motive (DC 25) or Spellcraft check 
(DC 2l) reveals rhat Pug is under an outside influence. 
There are two ways the PCs can break Pug’s hypnotic sug- 
gestion.The first is to question him under the influence 
oi another spell. While hypnetized, Pug remem- 

be rs all the details of his Hrst encounter with Yeecha and 
can he instructed to forget the suggestions Yeecha 
implanted. But Pug reiuses to be kypnoiizt^d willingly.The 
second way involves showing Pug the dead body of 
Yeecha^ which allows him a Will Save (DC 12) to remem¬ 
ber everything and disregard the hypnotic suggestions. 

Ad-h oc XP Award: It the PCs successfully remove 
Pugs hypnotic suggestion they should receive a special 
story award of 500 experience points. 

^ Pug Highcourse, Male Dwarf iExp5: CR 4; 
Medium-size Humanoid; HD 5d6+5; hp 25; Inir +1; Spd 
20 ft.; AC I 3, touch 1 I, flat-footed 12; Atk +4 melee 
(idS+i/crit X3, warhammer); AL LG; SV Fort +2, Ref +2, 
Will +3; Str 13, Dex 12, Con 12, Int 14, Wis 9, Clia 8. 

Appraise +10, Balance +7, Climb +7, Craft (stone- 
masonry) + 12, Craft (blacks mi thing) +10, Handle Animal 
+4, Intimidate +6, Knowledge (local) +6, Listen +6, Spot 
+3, Use Rope +6. Frats: Martial Weapon Proficiency 
(vva r h a m m e r), A le rt n es s. 

Paitscs5mF!s: leather armor, warhammer, master work 
artisan's tools (stonemasonry), 15 pp, 90 gp, two welhciit 
amethysts (30 gp each). 

B3. THE OLD TEMPLE OF KORD 

lust north of the new temples construction site is the old, 
wooden temple of Kord. Read the following if the PCs 
enter. 


Inside the temple you see a single, circular room about 
20 feet across. A pit in the center is probably used for 
ritual fires, and a small opening at the peak of the roof 
lets the smoke out. Two old greatswords hang on 
opposite sides of the room. 


The greatswords are primarily tor decoration and cere¬ 
monies, but they can be used as weapons. 

Creature (EL —}: Jelup is here during the day. He is 
the town's only priest of Kord. He has esrablislied his rep¬ 
utation in the town by interpreting a vague dream as a 
vision from Kord hi in sell. He proclaimed that Kord 
wanted a line stone temple built in his name. In turn, 
Kord "’promised” to rid the local woods of evil. Jelup is 
willing to use his skills to help anyone who is injured, as 
long as the characters are not openly hostile toward 
anvone in the town. 

^ Jelup, Male Human Clr2 (Kord): CR 2; Medium- 
size Humanoid; HD 2dFi+2; hp 15; Init -1; Spd 30 ft.; AC 
15, touch 9, flat-footed 15; Atk +2 melee (2d6+i/crit 
19-20, greats word); AL CG; SV Fort +5, Ref -I, Will +5; 
Str 13, Dex 8, Con 14, Int 10, Wis 15, Cha 12. 

SkilK' Diplomacy+6, Flea! +7, Knowledge (religion)+5. 
lYab; Martial Weapon Proficiency (greatsword), Scribe 
Scroll, 

Spcfh (4/4; base save DC = 12 + spell level): 0—cure 
minor dcfcrl magtt, [(glil, rrud magit:; 1st—Hess, 

prchcfhi hnigurtges, rudiOT elemcriLq proicfliou frouF eviPL 
Domain Spell, DouKUfts: Good (cast good spells at +1 
caster level), Strength (+2 to Str for I round, 1/day). 

Possesiiom: scroll of prolerliou ht>m HenteHls, scroll of cfut 
hghl leoinids X2, banded armor, greats word, silver holy 
symbol of Kord. 

TRAPPER’S CABIN 

A young hunter named Doesbine Trapper lives in a small 
cabin near the edge of the woods to the east of town. She 
lived there with her father, Nolan, and helped him hunt 
and trap in the wwds until be was killed by a wild boar 
two years ago. She continues to make a meager living in 
the woods and avoids the townspeople when she can. She 
worked hard to learn to use her father's weapons and has 
studied wild boars, hoping to kill one herself—maybe 
even the one that killed her lather. 

Doeshine has seen goblin tracks in the woods to the 
east of town but has been unable to identify them.The 
PCs might want Doesbine to help them track the goblins. 


GAINING THE WORKERS’ RESPECT 

The temple workers are a rowdy, opinionated bunch who 
view outsiders with suspicion. Their initial reaction toward 
the PCs IS unfriendly (see the Dungeon Master's Guide, 
page 149). 

When the PCs first meet the workers, they get one 
Diplomacy check to influence their attitude. The PCs can 
make additional Diplomacy checks to raise the workers' 
attitude further under each of the circumstances listed 
below. The workers' attitude determines how dedicated 
they are to the PCs in the Battle of New Pedwich (see 
encounter J). 


Temple Worker Attitude Check Situations 

PCs participate in contests at Slatejaw's. 

PCs defeat gnoll scouting party (encounter G). 

PCs clear Onugharra’s camp (encounter 1). 

PCs defeat Yeecha and Amach (area F4 and F5). 

PCs break Pug's hypnotic suggestion. 

PCs ktl! the “Gnasher” ankheg (random encounter). 
PCs defeat the bandits (random encounter), 

PCs make a donation of at least 10 gp to the temple 
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bin she is not interested unless they her 3 sp per day. 
if [Joeshine is hired to track, that is all she does—she 

^ on the 




won't iorage or Hght, although w 
town begins, she takes up her weapons ii the light goes 
poorly for the villagers. She tvfJI light, bowevei-j il the 
party is attacked by a wild boar, and she takes the dead 
boa r i n s l e a d o 1 h e r pa y ni e n i. 
f Doeshine, Female Human Rgrz: CK 2; Kiedi 



si/e Humanoich H D 2ii [0+2; bp 17; Init +6; SpJ 30 It.; AC 
14, toneb 12, llat-footed 12; Atk +2 melee f ldS+2/crit 
tSJ-20, longsword) and +3 melee (ld4+2/criE I9--20, mas- 
ter work dagger), or +4 ranged (I ds+ 2/crit X3j mighty 
composite longbow [ + 2 Str]); bA favored enemy (ani- 

; AL CN; SV Fort +4, 




ma 1 s j, two-\veapon l igli t mg 
Ref +2, Will +1; Sir 14, Dev 15. Con 13, Int 10, Wis 12, 


Cha 8. 




Silently +5, Spot 
rcitO: Alertness, 



+5, Listen +6, Move 


6, Use Rope +5 



?rness 



e +6. 




i’s.onfis: pnireu of leatner armor, 

master work dagger, mighty composite longbow [+2 Str 


\v 



zu arrows. 



c. 

The Serpent Bridge crosses the river Clane ibr 
n o r t b 0 r N e w Pe d i c b. 


ee 



’S 


A 30-foot wooden plank bridge crosses the river, li 

over rushing white water 




on me noren oanK ot me rivTi, 
just at the edge of the woods to the west of the road. 

The bridge is completely sate. When the PCs get close 
enough ro the bones, they see that they iorm a nearly 
complete wyvern skeleton, placed in an animated pose. 


Voreo put the skeleton there long ago as a warning, 

A Slice ess Kd Spot check (DC 21) reveals a wlvite ow] 
with large golden-brown eyes watching the PCs Irom lar 
up in a tree. This is Agate, Voreo’s tarniliar. It Hies back 
towards Voreos hut if it thinks the PCs have spotted in 
A PC searching near the wyvern skeleton finds a small 




g west, \ nis pain toiiows me 
of the river and leads to Voreo’s hut. 11 the PCs lollow the 
path or stay more than hall an hour at tlte bridge, Voreo 
arrives and tries to frighten them away. 

Creatui-o; The witch Voreo is a 144-year’’old hall-ell 
who has lived in the same area of the Stagnant Wood lor 
almost one hundred years. She lives a completely solitary 
file but is verv curious about New Pedwich. She uses her 







iL 1 



■, Agate, to waten activities 
occasionally even risks visiting the town to sell sculp¬ 
tures, buy supplies, and get a firsthand look at the settle¬ 
ment. During these visits, she uses her rktmgc srl/spell to 


appear as a red-bearded, middle-aged, human male 
whom the townspeople know as f-iermit Shen, the sen Ip- 
ton she sometimes entertains herseK by making harm¬ 
less sculpuires ol people in the [o\vn (see encounter D). 

^ Voreo, Female FlalTelf SorS: CR S: Medium-si/e 
t lumanoid; H D 8d4-- Ifc, hp !6; Init +2; Spd 30 it.; AC’ 10, 
touch 8 t flat-looted 10; Atk 42 melee (]d6, quarterstall /; 

s; SQ familiar; AL CN; ^V Port +C Ref+ 1, W 
+8; Str 6, Dex 7, Con 7, Int 14. Wis I .L Cha 18. 

Skifb: Alchemy -tIO, Concentration +fT, Craft (sculpt¬ 
ing,) +6, Disguise +4, FHde - 2 t-f 10 in toad iorm), Knowl¬ 
edge (arcana) +10, Listen +2 (+4 witli la mi liar). Move 




Silently +0, Scry +10, Spelicraft +H>, Spot +2 (+4 with 
fa m i 1 ia r ). J I 4b ugh ness^ Spe 11 Focus ( Dii na11 on J, 
Improved In illative, 

Limguagcs; common, elven, gnoll, sylvan. 

Familiar: Voreo has an owl familiar named Agate, who 
is described below, I'he special abilities the (amiliar pro¬ 
vides to its master are described on page 5 1 ol the Pliivvrk 
iLmdlinok. 

Spril.'i (6/7/7/8/4; base save DC = 14 + spell levelj: 0— 
arutur fiJttrk, dazr. (Lmrrug hgiiLg ilLdril naiga', giiesl 

uutge Immi, ukufdj/ig, rs'iid magir; 1st—raioc frar, rliimge 

self, rhantj prriaj], !iy|iH(dfmagr; 2nd — 
dflrrl llmjigfTls'h ffuksduhly; 3rd—rla f reeyinfrr/ 
fltumikfL'urr^, sirggi’sheu; 4 th—pofvanorplr srif 

"The base save DC for Divination spells is E Ci + spell 













ear 


gpLeji c| Id nr, pc hen e/ /ifu/sdulrlw ivtukl c| 
rk Jiff If pcf^^m (5 charges), scroll of niiprm'cd murohrljlv', 
knicrrs ef firffTer +1. rltiiik nf rc^j'skiiKT + L ring ef in-oJiYlroff + f, 



quarterst; 

f Voreo. Dire Bear Form: Large Animal; hp [6; Init 
+ 1; Spd 40 ft,; AC 17, touch 10, llat-looted 16; 



i- 


!e 


+ 14 (2d4+10, 2 claws) and +14 {2d8+5, bite); SV^ Fort +6, 

+7; Str 3D Dex 1.3, Con 19, Ini 14. Wis 1 3, 



+4, 
Cha 18. 




kjfs: as; 



Agate. Owl Familiar: CR ]/4; l iny Magical Beast; 
HD ids; hp 8; Init +3; Spd 10 ft,, lly 40 ft, (average); ,AC 
21, touch 1 5, Oat-looted 18: Atk +5 melee (id2-2. claws); 
SA Alertness, improved evasion, share spells, empaihic 
1 i n k. to u c h, s p e a k 1 1 1 1 m as t e r, sp ea k u' i t h b i rd s; S V I Vi r i 
+2. Ref+5, Will +2; Str 6, Dex i7, Con 10, Int 9, Wis 14, 
Cha 4. 

Skfib: Hide +1 1, Listen +14, Move Silently +20, Spot +6, 
See explanation oi I ami liar abilities on page 51 u1 the 



it rCr s 



Tactics: Voreo wants to be left alone. She does every¬ 
thing she can to ,scare the PCs away hut avoids really 
harming them. She casts/rarand spells irom hiding, 
then pnly^JiLifglis herself into a diminutive, easily iiidden 
creature like a Small viper. \\ she is in danger, she casts 

■' on herself and escapes. 











] \ Voreo belk'vt’S thnr rhe PCs will hnnn hetj sht.^ Ix^^lns 



Li.sing speJls like rkanii pcrseji or fiypfK)lfs?ff to turn menv 
b e rs o t t h e pii r t y 3 g a i o s t eacJ 1 o t ii c 1 ; I f rh ii t d oe s n't wo rk, 
or sbe vvoLiki be 3t great risk itsing those spells, she gn/y- 

into her dire bear iorm, growls loudly and attacks, 
again trying 10 hi glare 11 intruders a wav. It she lakes anv 
damage while in dire bear iorm, she runs away and 
e h a n ge s back in to h e r v i pe r t o rni to h i d e, 

Note that Voreos pnlyniargh self spell lasts for 8 hours, 
during which time she can iransform at will. See the jkdy- 
ffierpJ] ndirrand p[dyiuar;di srI/ spell entries in the idayrr's 
Hide, page 236. 

Development: II the PCs are not scared of]'and 
manage to get as far as \k>reo's hup she uses her Jclcrf 
ibougJil.s' spell to see li they mean to harm her. if the PC's 
are not host iky or il ihe PCs attempt to make peace 
contact with Voreo and make a successful Diplomacy 
check (DC (5), she approaches while invisible and tells 

dng hetore disappearing into the woods. 

'd have not cursed anyone. The town of New Pedwich 
is in great danger, bur not from me. The answer lies 
south on the trail of the filthy dogfaces. Go east from 
town until vou find ir.^* 


II the PCs examine the liur, read the following: 

The inside of rhe hui is very plain, with a dirr floor, no 
decorations, and no windows. A sleeping mat lays on 
one side, and a small w'ooden chest on the other. 

ents hang by their tails from the 



d'he wooden chest contains fourteen small ceramic fig- 
Li res sc u 1 pte d by Voreo. T h e y d e p ic t m o s 11 y h u m a n s. p 1 u s 
a single dwarf and hallling. Any PC who has met Pug 
Highcourse or Old Mentoe and examines the ligures can 
attempt a Spoi check (DC 12) to notice that the dwarf and 
halfling figurines closely resemble them. In fact, each 

is modeled alter someone in the town. 





Tine in 

Voreo m a d e t h e s e f i g ti re s a n d 1 i red t li e m i n h e r k i I n o u t- 
side, which currently contains figures depicting five 
townspeople and nvo of ilie PCs. 

1. he chest also contains mater 1 , 1 ! components j'oi' 

I [ s, i n c 1 u d i n g a 1 a i' o f eve lashes, a s ni a 11 ba e o f 




cocoon s, o\v I fea t]\e rs, a nd a via 1 of gray bone fragm e nts. 

E. GNOLL TRAILS 



I I 



Il Voreo is killed and the PCs believe the curse might 
be lifted, the DM should arrange another accident at the 
temple that night and add some urgency to Old Dentoes 
story about Pug following an “imp’' into the woods (see 
area 31 1 ). 

Ad"hoc XP Award: If the PCs manage to make peace- 
tul contact with Voreo, they sliotdd he awarded e.xperi- 
ence as 


an two miles to rhe east ol 
New Pedwich. The PCs might find it by following 
Hen roe’s "imp" tracks, or by raking the witch's advice to 
look Ctisf of town. 




of steady use, runs 
woods. 



om unto to years 
south through the 




uerea'^" 


A Successful Wilderness Lore check fDC 16) reveals 


D. WITCH’S HUT 

The overgrown path leading west from Serpent Bridge 
follows the north bank of the River Clane for about one 



in: 



s on 



r.H 


kLM, 


as well as one set of booted prints (Pug's) going south. If 
rhe PCs follow rhe path south, they find the cave 
entrance to the Shrine ofYeunoghu (see encounter F). if 
mile, then turns into the woods for about lUO yards they follow the trail north, they run into the gnoll scout- 
before reaching Voreos hut. iiig party (see encounter G) and the gnoll encampment 

(e 


The path leads to a very small clearing surrounded by 
a mesh of gnarled vines growing between rhe trees. 
Humanoid heads, long dried and disfigured, hang 
from the vines. In the center of the clearing is a small 
mud and wattle hut covered with hides. You also see a 
lire pit, a rack holding snips of drying meat, and a 
structure that looks like a 7'foot-tall stone beehive. 



I he fire pit is cold. Phe heads and meat are from cap¬ 
tured giro!Is; a successful Wilderness Lore or Knowledge 
(nature) check (DC I 3) reveals ihi.s. t he beehive is actu¬ 
ally a kiln. It is cunently fired and very hot. One side of 


F. SHRINE OF YEENOGHU 

At the south end of rhe gjioll trail is the entrance to the 
undergroLind shrine of the gnoll demon lord Yeenoghu. 

The trail ends at 3 limestone face. A dark, triangular 
cave leads down into the rock. It appears big enough 
for a large man to fit through without trouble. Crude, 
slouching stick figures with jutting mouths are carved 

on 







and rocks. 


s an opeiu 




a St; 



Dungeon Features: The Shrine of Ycenogliu is 
entirely made up of natural caverns etched into the lime¬ 
stone by eons of flowing water 




r 






Floors anti Ceilings: In lower c:ivernsT iliese sur- 
taces are etwereJ with stalagmites and stalactiics, ham- 
peling mo\'eme:ir as a bat! su rfa co (t /2 m£) vc m c nt-— see 
tile J*/(Tyrr?: i Fiiidhotj/c Table 9—4). t he Shrines upper cav¬ 
erns are well worn from centuries of gnoll traffic and 
allow normal movement. 

Light: Cijitdls have darltvisioiif so they hiwc. no need of 
light sourceSH I'lie entire shrine is completely dark except 
for area t\. 


less insects skitter along the filthy Ooor and smooth 
walls. A dim pool oi light glimmers from somewhere 
to the west. 


4 


Fl. HIDDEN PASSAGE 

About 30 feet into cave, a side passage opens ro [ht^ 
nonh. Due to the geometry ol the 111 line], it appears as a 
dead-end alcove in the tun 11 el wall and is elleciivelv 
hidden. A successful .Search check t IX’ 15 / reveals its pres¬ 
ence.'L’he gnolls who \Hsit the shrine of Yeenoghu know 
ahtrut this passagt^ anti use it to avoid the bridge in area Fi. 


fi- 


Cnolls visiting the shrine gather in this cavern before 
entering cavern F5 lor Amacifs ceiEnnonies. ft is also 
used as a sort of inn lor trawling gnolls passing through 
the area. 

Creatures: Two gnolls stand guard here near tht 
tunnel tniersections on the west side of the cavern/rh< 
wizard Yeecha is also nearby, in room R. t le comes to tht 

r 

gnolls’ aid il they raise the alarm. 

^ GnoUs {2): hp 9 , 1 L Mini drr Mai me I I Os. Lacb gnoll 
carries ^0 sp. 

Tactics: 1 ( ilie gnolls hear the party set oil ihe bridge 
trap OF see the parly s lights in area Fz, they C£>nie within 
6U feet to gel a gEiod look. II the party outnumbers them 
and appears armed, they begin barking and howling 
loudly ro alert the other gnolls in the shrine before 
moving quickly back to the west end ol the room. Yeecha 
meets ihem there 2 rounds after they raise the alarm. 


Amach and her goblin servants hear the alarm, bttt 
remain in area F5. 

11 the gnolls see only otie or two members ot the partVf 

% H E • 

t hey attack wit hout raising the alarm, hoping to keep any 
spoils to thomseh'es. Yeecha hears hut assumes the gnolls 
are fighting each other. 


F2. BRIDGE CEL 2) 

A wooden plank bridge spans IS feet across a deep 
chasm. On the opposite side of the bridge is a broad 
lodge, beyond which is a large, open cavern. 

Trap: The bridge is a trap rrdeased when it ludds SO 
pounds or more. Splitting in hall and falling against the 
sides of the pit. 

Spiked Pit Trap (30 It, deep): CR 2; no attack ndl 
necessary l' 3 df>), -MO melee, (Ul 4 spikes lor ld4+3 points 

ol damagE^ persiiccessiul hit); Reilex save [ DC 20); Search YEECHA S LAIR (EL VARIABLE) 

This cavern appears lived-in. Tatrered and soiled tapes¬ 
tries adorn the walls, and many of the natural rock for¬ 
mations have been convened to furniture. A chipped 
ceramic basin of water sits on a ledge near the door, 
along with large pieces of meat. In the opposite corner 
of the room a decrepit writing desk with two missing 
legs sits propped at a slight angle on top ol stalagmites. 
Papers and small clay vials are scattered across it. 



(DC 20); Disable Device (DC 20). 

Development: M any PCs fall victim to the trap, intw 
end up at the bottom ol the pit in area F13. It the PCs set 
off the uap, or atT carrying light sources and spend time 
E^xamining the briElgcy the gnolls in area F3 detect tliLmi 
ancl come to investigate. 

F3. GATHERING CAVERN 

rhis large, natural cavern is lirterExl with small bones 
and scraps ot tattered cloth and leather. Small, sight- 




YEECHA’S JOURNAL 

The journal entries are written in Gnoll and seem to be 
worded as short reports to a superior. A few of the more 
interesting entries are as folloEvs: 

I must gather enough of the poison and be ready when 
the Kord-slaves harvest their grain. I will give them the slow, 
painful death Yeenoghu demands. 

* Onugharra has come now, camping to the north and 
working with the filthy humans from outside. He is irnpa- 
tient and clumsy. His goblins are raising suspicion in the 
town, and 1 fear he will attack before our plan is rea dy 

He has even forsaken Yeenoghu for their god. No wonder 
the spirits below are restless. 


- Yeenoghu has heard our pleas. The bumbling dwarf 
from the town wandered into our caverns today. I man¬ 
aged to entrance him and convince him that the old witch 
to the north is the cause of tbetr troubles. Now that I have 
deflected the townspeople’s attention from the idiot gob¬ 
lins, Onugharra can delay his attack and I can proceed 
with mine. 


* The arrogant animal sti 
days. If he does, he goes wi 



plans to attack in the next feEv 
Yeenoghu’s aid—^or mine. 

If no one in the party speaks Gnoll, and no spellcasters 
have access to the comprehend hnguages spell, you 
should make sure the cleric Jelup finds out about the jour¬ 
nal and offers to help decipher it. 


i. e,. 
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Creatures (EL o or EL 3 ): 

This is the cavern where the 
gnoll wizard Yeecha lives. If he 
did not join the fight in area F 3 
or F 5 , he bees the PCs here. 

Yeecha has black fur over most 
of his bod% much darker than 
the gnolls in area F 3 . He wears 
only a leather loincloth, along 
with a belt and sash to hold his 
scrolls, potions, spell compo¬ 
nents, and wand. 

^ Yeecha, Male Gnoll 
Wiz 3 : CR 4; Medium-size 
Humanoid; HD 2dS+2 plus 
3d4-i-8; hp 28; Init + 2 ; Spd 30 
ft.; AC 15, touch 13, flat-footed 
12 ; Ark +4 melee {ld 8 + 2 /crit 
X3, battleaxe); AL CH; SV Fort 
+ 6 ) Rel +Si Will +3; Str 14, Dex 
14, Con 15, Int 13, Wis 12 , 

Cha 6. 

Alchemy r4, Concen¬ 
tration +5, Listen + 4 , Spellcraft 
+4, Spot +4. Feats; Combat 
Casting, Power Arrack, Scribe 
Scroll, Martial Weapon Profi¬ 
ciency (battleaxe). 

Spcih ( 4 / 3 / 1 ; base save DC = 

114 spell level): 0 —detert 
magic, ghosf my of frosl^ 

read magte; Ist ^—color spmy, 
mage armor, deep; 2 nd—Tanka’s 
hkJcoa?: taughfer. 

Possesswns: tracers of armor 
4F pofion of cure moderalc 
ivoioids, potion of invisibility, 

scroll of fharm person, scroll of hypnotism, ivavd of magic 
missile { 1 st level, 15 charges), battleaxe, 90 gp, 120 sp. 

Tactics: before entering battle, Yeecha casts mage 
armor. Then he tries to defeat invaders with his color 
spray and sleep spells* if any enemies still threaten him, 
he uses one or two charges from his wand, and if he 
faces a small party, Tasha’s hideous taughler. If Yeecha is 
seriously wounded, he drinks his potion 0 /invisibihiy, 
slips out of battle, drinks his potion o/cure moderatr 
womahf then heads for area F 5 , where he makes a final 
stand with Amach. 
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a quill. The four vials contain common alchemy ingredi¬ 
ents (20 gp). The drawer of the table contains a crudely 
bound set of parchment sheets. This is Yeccha's journal 
(see s 

A successful Search check (DC 20 ) reveals a small 
recess in the rock, about 8 feet up behind one of the tap¬ 
estries. Inside is Yeecha's spell book, which contains the 
following spells: 0 —all; 1 st— change self, color spray, 
enlargCj identify, mage armor, deep; 2nd—imosrhrhdy/rasha^ 
h ideous la ugh ter. 


Treasure: The tapestries are in terrible shape and are F5, THE SHRINE CAVERN (EL 3) 


w'orthless. The water basin holds water brought by 
goblin slaves from the underground stream in area F9. 
The meat is wild boar meat and is an offering from the 
two gnolls in area F3. The writing table contains a scroll 
oi t:alor spray, four sheets of parchment, a vial of ink, and 


A fire burns in a pit in the center of this round, high 
cavern. Its dancing light makes the crude stick-figure 
paintings that cover the smooth walls and ceiling 
seem to come to life* The smooth, clean floor rises 
toward the back of the cavern, where a 9 -foot-tall, dark 



































Slone iigiire ol: an emaciutcdj hyena-faced humanoid 
stares into the fire, laughing. Two flattened stalagmites 
on either side of the chamber act as small tables. A 
shallow bowl sirs on one and a clay jug on the other. 


[his is the shrine ol Yeenoghu, a place oi what little 
religious ceremony the gnolls of the Stagnant Wood 
undertake. The figures on the wall are very crude, 
scratched into the stone or drawn with charcoal or blood. 
The statue, however, is reasonably good workmanship. 
Anyone who makes a siiccesslul Crait (stonemasonry) 
check (DC I ^) can tell that it is at least 500 years old and 


Creatures: The gnoll adept Amach is in this room, 
keeping the tire going and making oiterings to 
Yeenoghu. She also has four goblin slaves as assistants. 
Amach's tur is much lighter than other gnolls^ and the 
mane on the back of her neck has grown long and been 
wound into a pony tail strung with small bones. Her rat 
fa mil lap Choaz, clings tightly to her shoulder. 

if the PCs have not fought Yeecha, he joins the light in 
this room 2 rounds alter combat begins. 

^ AinaclT., Female Gnoll Adpi: CR 2 ; Medium-size 
Humanoid; HD 2 d 8+2 plus 2 d 6 + 2 ; hp 22 ; Init + 0 ; Spd 30 
ft.; AC 17, touch 10 , ilat-footed 17; Ark +4 melee 


made of dark, stained limestone, probably drawn from 

quarry that New Pedwich is using for its temple, 
shallow bowl is tilled with the blood of past sacri- 
and is used for Amach's dailv ceremonies, I he clay 


(ldS+ 2 /crit X3, bartleaKc); AL C£; SV Fort + 6 , Ref + 0 , 

+ 3 ; Str 15, Dex 10 , Con 13, Int 10 , Wis 14, Cha 8 . 

Concentration +3, Knowledge (religion) + 2 , 
Listen + 7 ’k Spot + 7 "\ Feats: Alertness (from familiar), 


alcohol from distilled wine and is used to Scribe Scroll, Power Attack, Martial Weapon Proficiency 


■^'I'he +2 bonus to Spot and Listen checks from 
Amachs familiar are already factored in to the skills 
above, since the rat never leaves Amaclis side. 

Spells ( 3 / 2 ; base save DC = 12 + spell level): 0 — 
mfigiir, gliDsf pitrf/y ftiod and tinnk; 1 st—ciive fig 

ii'pmids, pm ter if Of! from good. 

Pofisessions: scroll of sIrrpT poiioti of cure light 
potion of spools UNil] onimols, large wooden shield, 
battleaxe. 

^ Choaz, Rat Familiar; HD 3; lip 11; AC 14; 
Atk +4 melee (ld3-4 bite); Int 7; Adds Alertness 
feat and +2 to Fortitude saves (both already 
included in AmaclVs statistics); improved evasion. 
See Alan Hid 201. 

^ Goblins ( 4 ): hp 4 each; Alo^idcr Mitnual 107. 

Tactics: if Amach hears the PCs approaching, 
she orders two ol the goblins to bide behind the 
stalagmite tables at either side of the tire pit, and 
she moves just inside the passage to area F '6 with 
the other two. She then casts proferhon /mHf good 
on herself. ]f the PCs enter the room, she uses 
her scroll of sleep, and the two hidden goblins 
pop up and throw javelins. Then Amach and all 
the goblins attack with melee weapons. 

Treasure: The adept stores any offerings to 
the demon lord in area F 6 ) but a successful 
examination of the statue (Search DC 12 ) 
reveals that its mouth contains a precious black 
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F6. SHRINE TREASURY 

The passage from the shrine room descends 
into a small, damp chamber. The room is 
piled with rusting tools and weapons, and 
rotting 


r 
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rhe uJepifi of Yeenoghu store offerings made to the 
demon lord here. Piles of once fine clothes^ furs, 
weapons, and armor rot and rust in the wet slime of this 
chamber. A successful Appraise check (DC 12 ) reveals 
that the following items could be salvaged: three daggers, 
a light mace, a short sword, a longs word, and a Small 
chain shirt, A successful Search check (DC 15) uncovers 
a tiny alcove in the rock w'all about 5 feet above the 


If a character fails a Swim check by more then 5^ he is 
swept dowmstream and must make another Swim 
check (DC 15) to avoid taking 4ds points of damage 
from rocks or possibly drowming. The stream carries 
the character lor 10 minutes until he emerges from 
the ground just south of New Pedwich, 

Rushing Stream Trap: CR 3 ; no attack roll neces¬ 
sary (see above); Reflex save (DC 15); Search (DC 15); 


ground (our of goblin sight and reach). In it hides a sack Disable Device N/A. 


containing 750 gp and 1,100 sp. 

F7. SLAVE WORK ROOM 

This long, thin cavern is full of stalactites, stalagmites, 
and large rocks. Piles of hones, crude tools, and clay 
jars are visible in cleared areas of the ground. 


FIO. MOLD PASSAGE CEL 2) 

A short, narrow passage leads from the caverns down 
to a rushing stream. The air here feels cooler than in 
the surrounding caverns. 


T his is the cavern where the goblin slaves in area T 8 do 
much of their work, including butchering the gnolls’ 
prey, sharpening the gnolls' weapons, and brewing the 
wine used for Amach’s ceremonies, 

F8. GOBLIN SLAVE CHAMBER (EL 1) 

This small, low^-ceihnged cavern contains eight large 
clay jars. The lower 4 feet of the cavern walls are cov’ 
ered with dark hash marks and crosses. The sound of 
nearby rushing water echoes through the chamber. 

rhe shrine's goblin slaves sleep and rest here when 
they are not w'orking in the upper levels. The markings 
on rhe wall are their crude method of determining whose 
turn if is to work. 

Creatures: Four goblins currently rest in this room. 
They fight until two of them are defeated. The remaining 
goblins then attempt to run to the upper levels for help, 

^ Goblins ( 4 ): lip 4 each; MomjirrMaMNdl 107, 

Development: Five of the jars are nearly full of 
crushed hexberries (see sidebar). When New^ Pedw'ich's 
harvest is complete, Yeecha plans to use these jars to 
poison rhe lowm’s grain supplies so that rhe townspeople 
starve over the w^ in ten 

F9. UNDERGROUND STREAM (EL 3) 

The passage splits into tw^o short, damp passages, both 
of w'hich end at a fast-flowing underground stream. 

The stream serves as rhe source of water tor the shrine's 
residents. It is clean and safe to drink. The stream is about 
S feet wide and 6 feet deep along most of its course. It 
moves quickly west over rocks and around corners, creat¬ 
ing rushing w^ater sounds throughoLit the lower caverns. 

Trap: Any PC who approaches the edge of the 
stream without being extremely careful must make a 
Reflex save or slip and fall in, A successful Swum check 
(DC 15) is required to get back out or swim upstream. 


Trap: Midway along this tunnel is a 3 -foot patch of 
brown mold. Brown mold feeds on warmth, drawing heat 
from anything around it. Living creatLires wdthin 5 feet of 
it take 3d6 points of cold subdual damage. Fire bi ought 
within 5 feet of the mold causes it to instantly double in 
size. Cold damage instantly destroys it. 

Brown Mold: CR 2 ; no attack roll necessary ( 3 d 6 ); 
Spot (DC 20 ); Disable Device N/A. See the Duncio.n 
MAsTLEtk Guide, page 117> for details. 

Development: Yeecha has been unable to destroy the 
brown mold infestation in the lower caverns. It the entire 
party ends up unconscious in the moldj assume the mold 
contracts far enough after one day for the PCs to begin 
recovering. After that time, the grick in area Piz is free to 
approach and carry one PC off to area Fiz, then kill them 
and eat them. It returns for another PC every 3 dS hours, 

Fll. GRICK AMBUSH (EL3) 

Creature: A grick lies in hiding in one of the many 
alcoves and crevices along this passage. If it manages to 
incapacitate or drive off all the PCs, it drags one of them 
back to area Fia to eat, 

^ Grick (l): Hp 9; Monsfer Manual \ 1 2, 

F12. GRICK LAIR 

The floor of this cavern is very rough and strewn with 
bones, Tattered cloth, rusting metal, and slime. The 
walls are jagged and the ceiling varies in height from 8 
to 25 feet. A wide crevice in the north wall leads down 
into damp darkness. 

The grick sleeps and devours its prey here. The posses¬ 
sions of its victims lie scattered about. If the grick has not 
been defeated and hears the PCs, it comes here from area 
Tii and attacks. 

Treasure: Sorting through the piles of remains pro¬ 
duces 7,000 cp, 300 Sp, a masterwork longbow^ (375 gp), 
20 arrows (t gp), and a suit of banded mail {250 gp). 






F13. BRIDGE PIT 

Tliis is the pit beneath the bridge at area Fz. The Boor is 
covered with sharp stalagmites. The bo lies of a small 
h LI m a n o i d I i e d i re c. 11 y be lo w t he b r i d ge. 

Development: Characters at the bottom o 


^ GobJins (z): hp + each; Atons(rr Maftiial 107. 

^ Schleggit, Male Goblin Rogj: CK 3; Sma 
Humanoid (goblinoid); HI) Ul6 h3; hp 18; Init +7; .Spd 30 
ft.; AC I touch 14s flat-looted 17; Ark +S melee 



can 



15 eac 



to area 



up) or to the passage to the lower caverns (15 feet up). Jl 

enoLitih for someone at the 



an voile mi 

level ol the bridge to he an the grick in area Fii also 
hears and comes looking lor prey. The grick is very 
ar wnn tne pu anu i^ets a +4 circumstance bonus to 


( ld6+l/c.rit 19-20^ mastevwmrk short sword); or +7 
ranged (ld6/crit XS, masterwork composite shortbow); 
Si\ sneak attack 42d6; SQ dark vision AO ft., evasion, 
uncanny dodge (Dex bonus to AC); AL C.U; SV Fort +2, 
Ref +6. Will +2; Str 12, Dex 17, Con I 3, I nr 10, Wis 12, 











CHAMPIONS CEL 3) 

The tunnel ends in a damp^ mangular cavern. On the 


XkfHs: Appraise +6, Climb Hide +13. Listen +9, 
Move Silently +13, Spot+9, Tumble +9, 

R’Lif5; Alertness, Improved Initiative. 

PDSsei.den ir poifett a/ r trir frgltl tt^nunds, pel to u 





\ mas- 



mas ter work stLiOaeu leal Her, master 
ter work short sword, dagger, jrtasterwork 
shortbow with 2t) arrows, map of New Pedvvich, red 




rs empty* 


Tactics: if the scouting party sees or hears the I^Cs 
before they arc dctcct:ed, the gnoH runs back to vvarn 


Creature: This cavern contains the open tombs ol Onugharra’s camp and the goblins hide in the woods 
three heroes of Yeenoghu who fought hundreds ol years beside the trail. As soon as the PCs pass the hiding goLv 
ago when the gnolls were driving ores and ogres from the lins, or the goblins are sported by the PCs, they make one 
Stagnant Wood. One ol the heroes has been roused from attack with ranged weapons (possibly a sneak attack by 
its rest because Onugharra's gnolls have forsaken 
Yeenoghu. It haunts the lower caverns as a wight. The 
creatine wears badlv tattered leather armor and the fur is 
missing from most of its body. 

^ Wight (i): hp 26; Manslrr Mcmthd 183. 

Tactics: 


Schleggit) and scatter into the woods. 

Development: if the gnoll escapes this fight, he 
warns the camp (see area I), if Schleggit escapes, he takes 
part in the final anack on the town (see area J)* 11 the PCs 
capture a goblin and demand that it lead them to the 



area H sees or 




e PCs coming, it Hides camp, it does, but it ntakes sort 
among the rocks and tries to get behind the characters^ 
cutting off their retreat. It concentrates its attacks on a 
single character^ trying to create a spawn, if the PCs llee^ 
the wight and any spawn chase them as far as area Fii* 

Treasure: The cherished posses-sioiis of the three 
heroes where placed on the slabs with them, I ime and 
moisture has destroyed nearly everything, but the fol- 



H. 


if the 


encounter w 




two miles north of the 


g parry (area G)^ 



come across Onugbana's encampment* The camp is 










1 re ms survsvea : tore j v w. 

4 

gp), master work heavy mace (312 gp), and a tattered 
leather sash encrusted with the following gems: a black 
pearl (500 gp)^ two silver pearls (200 gp each)> and a small 


sereene 


snii 



in pickets who raise the alarm with 



Creatures: A single goblin hides in the woods to 
sound the at arm with his hc?rn as his lirsi 
action after sporting the PCX* Alter 







G. 

If the PCs head north up the gnoll trail, either to investi¬ 
gate the entries in Yeecha's journal or because ol the map 
loLind on A\iwan, they come across a gnoll scouting party 
heading south. 

Creatures: A single, lightly-armored gnoll leads two 
goblins and the goblin rogue, Schleggit. 


tries to I'un away 
^ Goblin (l): hp4; .Mon^k’r Miiimal 107, 



. mil 

the trail. You 
huts within its 


sizes move: 


seven or 



various 
at each 


other. 


^ Gnoll (i): hp 12; 8pd 30; AC 15 ( + 1 natural, +3 stud¬ 
ded leather, +l small wooden shield); 




Onughana has established Ills camp where two of the 


105* I he gnoll carries a pouch with 20 gp in addition to main 



s meet, iusr south ol the river Clane, His 






^ I 



armor. 


band is gathering here to attack the town. 
















Creatures: Onughanit and his arniy currently hum a 
small band ol ores in the woods ro the east. He 



one oi bis new barbarian friends and some gnolls and 
ores ro defend his camp and treasure, 

^ Cnoll ( 2 ): hp 1 i each; MiiFTstcr Mcimtal 105, 

^ Ores ( 2 ): hp 4 each; Manster MiUUfal 146. 

^ Tlannokj Male Half-ore CR 3; Medium- 

si y.e I lumanoid (6 it. 3 in. tall); HD 3 d 1 . 24 - 3 ; hp 2 S; Init 
+ 2; Spd 40 fu; AC 15, touch 12, flat-footed 15; 47 melee 


it X3, ^reataxe) 




set +3 str, +1 tb 
SA rage; SQ uncanny dodge (Dex bonus to AC); AL CG; 

4 1; Sir 17, Dex 14, Con 12 , Int 8 , 



>SV Fort ! 4, Re I +3, 

Wh U), Cha 9, 

S'led Is: Climb 46 , Intimidate 44, Jump +6, Listen +4, 
Wilderness Lore t3. Fftbs; Weapon Focus (greataxe). 



e. 


Raee (Ex): Durin 




; c 



as tollows: hp Ht AC 13, Ath 49 melee (id l 2 -i- 7 /crit X3, 
greataxe); SV Fort + 6 , Ret +3, Will -r3; Sir 21 , Con 16 . 





} . 




Pe!:?irs.uofLv: pel rut o( cure mt) dr rale leoumb, 
leather armor, greataxe, S 7 gp, holy symbol of Hrythnu! 
Tactics: 11 


It the alarm has not been raised, the gnolls are ready, 
but the ores must return to their huts to get their melee 
wR^apons, delaying them lor 2 rounds. The barbarian 
Hannok sleeps in the nearest, largest hut, emerging in 
round 3 oi battle with bis weapon ready. As soon as any 
camp occupant has a weapon ready, it attacks. Haiutock 
rages w'hen the tirst gnoll is killed, il he is wounded, or it 
he is woken trom his sleep. 

Treasure: The largest but contains a very old and worn 
wooden chest, wrapped vvitb rope to keep it together. It 
bolds the gathered treasure oi Onugharra's band: 1 , 11)0 
gp, 400 sp, two gems (alexandrite, 300 gp and yellow 
ropa X, 2Q 0 gp), po0aF! of iiher sc I], po ira? f of lI lU'laa s f(>f f , 1 a rge 
silver symbol of Erythnul. 

Developnicnt: It should be apparent to the PCs that 
the buildings in this clearing could house more creatures 
than rest here now, Onugharra returns to his camp an 
hour 01 two before dark on the third day of the adven¬ 
ture. if he finds his camp has been attacked, he gives 
orders to attack New Pedwich im mediate I v alter sunset. 


J.THE BATTLE OF 




It 



scouting 

back to warn the camp or the goblin picket rars 
alarm, the camp is warned and all of the camp's occupants ol the adventure, just after sunset. This gives 


On u g ha rtafs ba n d a t ta c ks N e sv Pe d wic ii o n t h e t b i rd 


night 





remain 





■s 





moon rise to use 















their dnrkvisioii. If the PCs arrack the gnoll encampment^ 
(see encoLinrer I) the arrack might come sooner. 

When Oniigharra attacks, the town is warned by the 
wild barking, yipping, and insane hyenalike laughter 


Skdh: Listen +7, Spot +7, Wilderness Lore +4. 

Point idank Shot, Precise Shot, Power ALtack/lVack. 

Po^imiouy. +1 diar( stvonk rloiik of rrsr.^lcmrr +L FrJ/j[)ff cf 
CLOT hEjkt wonmh X2, masrerwork studded leather, masrer- 


trom all sides ot the clearing as Onugharra’s orders to work longs word, mighty composite long be 


-h 


3 ] with 



attack are passed along. Townspeople gathet on the green 
near the new temple and Pug takes immediate com¬ 
mand. He takes ten of the temple workers to defend the 
bridges east of town, He sends the PCs and five of the 
temple workers, including Korrin, to guard the west side 
of town, Jelup, Hentoe, and the rest of the temple work¬ 
ers stay at Slatejaw's to help the wounded and act as a 
reserve. All other townspeople hide in Slatejaw’s or in 
their homes. The giiolls already sound like they are 
inside the clearing, so no lurther discussion rakes place. 
When the PCs reach their post, the lead gnolls are 
already within 100 feet of the town. 

If the attitude of the temple workers toward the PCs is 
helptul, those assigned to the PCs stay and fight, if they 
are friendly, only Korrin stands his ground while the rest 
desert and run back to Slatejaw's as soon as they see the 
gnolLs. if the workers' attitude is less than friendly, they 
all run. 

Creatures: Onugharia's largest force has circled 
around the town and comes right at the PCs from the 
woods to the west. The force consists of Onugliana him¬ 
self, the barbarian priest Atwan, 2 gnolls, 2 ores, and 2 
goblin archers, if the PCs have not defeated the gnoll 
scouting party (encounter G) they face one additional 
gnoll U the rogue Schleggit is still alive, he sneaks into 
the center ot town and joins the battle against the PCs in 
round 6. Also, if the PCs have yet to travel to Onughaira’s 
encampment, the gnoll barbarian attacks accompanied 
by Hannok, two more goblins, and two more gnolls. 

Onugharra is an imposing creature-—larger and 
stronger than the other gnolls, with his mane hair gath¬ 
ered into dozens ot spikes capped by raven feathers. 

Atwan is a young cleric of Erythnul, sent by the bar¬ 
barian overlord to convert the gnolls. He is a tall human 
with long, blond hair, bur he appears small beside 
Onugharra. He w^ears a dark red robe over his armor. 

^ Gnoll ( 2 ): hp to, 12; Mender Manual 105. 

Ores ( 2 ): hp4 each; Monster Manna! 146. 

Goblin Archers ( 2 ): hp 3 each; Atk +3 ranged 
(ld8/crit 19-20, light crossbow); Monster Manual 107. 

Onugharra, Male Gnoll Rgr 3 : CR 4; Medium-size 
Humanoid; HD 2d8'f4 plus 3d 10+6; hp 40; Init +2; Spd 30 
tt.; AC 16, touch 12, flat-footed 14; Atk +7 melee 
{ld8+4/crit 19-20, masterwork longsword) and +7 melee 
(id6+3/crit 19-20, +1 short sn/ord), or +6 ranged 
(ldS+3/crir X3, mighty composite longbow f+3]); SA 
favored enemy (ores), two-weapon fighting ability; SQ 
darkvision 60 ft.; AL CE; SV Fort +9, Ref +4, Will +3; Str 
18, Dex 15, Con 15, Int 8, Wis 12, Cha 6. 


20 arrows, 140 gp. 

f Atwan, Male Human Clrz (Erythnul): CR 2; 

Medium-size Humanoid; HD 2d8+2; hp 15; Init - I; Spd 
20 ft; AC 16, touch 9, flat-footed 16; At k +3 melee (t tl8+2, 
morningstar); AL CE; SV Fort +4, Ref-1, Will +6; Str 15, 
Dex 8, Con 12, Int 11, Wis 16, Cha 15. 

Skflh: Concentration +7, Heal +6, Knowledge (religion) 
+ 2, Spellcraft +5. Feats; Scribe Scroll, Combat Casting. 

Spells (4/4; base save DC - ! 3 + spell level): 0—ruri’ 
ni nwr ivo u frds, deter( fnagir, 1 1 gh L rrs r si [u 1 cc; 1 st—ra j i sc fca r. 
d 00 nr, rH re I?.gh i iva u n d s, p ro teci io 11 fm rn gaod^". 

'^Domain Spell Comarns: Evil (cast evil spells at +1 
caster level), Trickery (Bluff, Disguise, Hide are class 



Possessians: scroll oj proicciuin Irom good, sfroll of crjrc IrghJ 
teojmds X2, pofron of Mur X2, splint mail, small wooden 
shield, morningstar, holy symbol of Erythnul, 2.S sp. 
Atwan also carries a crude map of the Stagnant Wood 
showing the Woods Road, the gnoll frails, and the loca¬ 
tions of Onugharra’s camp and the town of New Pedwicli. 

Tactics: Onugharra keeps his goblin archers back to 
shoot at enemies not engaged in melee. He sends his 
gnolls, ores, and remaining goblins forward to attack 
immediately. He personally gets within 30 feel and 
shoots his bow at spellcasiers and other troublemakers 
for 3 rounds before dropping it and using both swords to 
arrack whichever enemy appears most threatening. 
Onugharra has the Precise Shot feat and can shoot into 
melee without penalty. 

Atwan drinks a poLen a/bfin and casts pmferium frcfu 
good on Onugharra. He then casts cattle fhn and doo^u on 
the toughest-looking enemy. After that, he uses his cure 
light tvoinids spell and scrolls on himself and Onugharra 
when needed and avoidsS melee combat if Onugharra is 
defeated, Atwan attempts to flee. 

Development: if the PCs have not defeated the goblin 
rogue Schleggit (encounter Gj, he crosses the river 
unseen from the east and sneaks into tlie shadows 
around the new temple, waiting tor a chance to kill Jelup. 
The rogue manages to make a sneak attack on the priest 
with his bow in round 3 of the battle and another hit the 
following round, seriously wounding him (hp -2). Old 
Hentoe and three temple workers come to jelupVs aid. 
Schleggit flees to the west, reaching the PCs in round 6. 

Pug's squad laces 3 gnolls, 3 orcs^ and 4 goblins at the 
south bridge, nor far Irom the new temple Pug’s force 
wins this battle, but two temple workers die and Pug is 
dying by the end of round 6. If Jelup has not been 
attacked by Schleggit, he reaches Pug and stabilizes him. 
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If the PCs defeated Onugharra, eithei at the 
encampment or in the battle ai the town, they are 
received as heroes in New Pedw'ich. They are also 
allowed to keep any possessions of the gnolls that 
they find“aithough a donation to the construction 
of the temple would be greatly appreciated. The 
temple workers become helptul to the PCs it they 
are not already. 

If Pug survived the battle, he gladly pays them 
the 200 gp he otfered for their services. The shock 
of the battle and his injuries have broken the cflects 
of his liypnottsm, and Pug remembers his encounter 
w'ith Yeecha. If the Shrine of Yeenoghu has nor yet 
been cleared, he begs the PCs to investigate the 
cave. Both Pug and Korrin offer to come along if: the 
PCs need help. 

if he is able^ Jelup presides over a special cere¬ 
mony for the dead outside the old temple. During 
the ceremony he thanks Kord for fulfilling his 
vision and sending the PCs to protect the hamlet 
from the evil in the woods. All who fell in the battle are 
buried in a special section of a new cemetery beside the 
new' temple. 

The PCs are welcome to stay at Slate jaw’s as long as 
they like and will always be welcome back. Their names 
become legends in this sleepy hamlet. Construction ol 
the temple continues under the direction of Pug, if he 
survived the battle, or Korrin if Pug did not survive. 

OiiLigharra’s warband and the keepers ot the Shrine oi 
Yeenoghu are nor the only gnolls in the Stagnant Wood, 
nor are they the only threat to the town. The map oi the 
woods found on Atwan might lead to a larger gnoll com¬ 
munity or more sinister Yeenoghu worship site. 


A letter in Atw'an's pocket might instruct him to 
inform Onughana that the barbarian warlord is planning 
to support the gnolls with an attack against the hutnans 
in the Stagnant Woods.The temple in New Pedwich will 
he completed the (ollowing spring, and the PCs could be 
invited a.s guests of liojior at a special festival This could 
coincide with the barbarian vvarlord's spring campaigit 
against the town, il 


Kus^i lenifs moju soffii'jUT in Mdivaidsrf, Wj:«rensm. 

Ilf iwitlJ io linmb lit?; le/ff, Pimi, for Irflins^ Inni nibf Ibfir 
50115, Andy tmd Aif.v, en nnNcroNs O- His oilier 
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If Jelup is dowm, one of the PCs must reach Pug by 
round 12, or be dies. 

If the PCs run trom the light, the defenders of 
the town are soundly dele a ted, and the town is com¬ 
pletely destroyed. All the inhabitants are driven 
into the woods or killed. 

If the PCs retreat to the center of town, the 
attackers pursue them. If Jelup has not been 
attacked by Schleggit, he assists the PCs after help¬ 
ing Pug. If the attitude ot the temple w'orkers 
toward the PCs is at least helptul, three more ol 
them join the fight. 

if Oniigharra is defeated, the rest of his hand 
immediately runs into the woods for safety Any 
gnolls still alive in the group attacking the PCs 
begin barking to notify the rest ot the band of the 
tragedy, so the battle at the sou th b ridge ends 1 
round later. 


i. 


































































APPEARANCE 

Yu'thiai Miiiisecho rarely appears in his true farm. Burying his 
identity and origins beneath layered magical and mundane dis¬ 
guises, the cautious spy ohen kills those who see his true iace. 


enougn tor tntn to slay tnem or make nis escape. Wnen Yutntoj 
knows he will engage in combat with spellcasting loes, he often 
makes up his mundane disguise to look like an enemy who has 
no alibi for the rime of the battle. 

YYi'thiol makes good use ot his spells. He prefers to wait in 
ambush for an enemyj hiding near the path of foes to attack from 
a short distance with his bow. He then attempts to render himself 
myhdde and doer to a d istance beyond the range of dispel 

magic and see midsfhJify spells. While invisible, he takes stock of 
his enemies^ reaction and casts delensive magic. He then uses a 
5)ien( image to make a version of himself appear within sight of 
his opponents. Once they charge the illusion, he uses ciTmeusioM 
door again to engage a weak toe and make a sJieak attack. 

If all else fails, YuYhiol uses his last moL'iihdity spell to make 
his escape. Alter he has ascertained his opponent's base of oper¬ 
ations, he gathers allies to to attack with overwhelming force. 


TACTICS 

Yu’thio! always wears 
a disguise he creates 
with the Disguise 
skill and makes his 
glamered armor look 
like clothing or armor 
appropriate to the 
persona he creates. 
On most days, he uses 
the dicmgc seif spell to 
appear as the same 
creature, hoping that 
if any magic pierces 
the veil of his magic 
disguise, his mun¬ 
dane disguise will 
fool viewers lone 


DEVELOPMENT 

The PCs could meet Yifthiol as be seeks allies to help him 
assault a thieves’ guild and kill their leadenThe leader of the 
guild saw Yu'thio) without a disguise, and now YuYbio! poses as 
a frustrated member of the city watch looking for adventurous 
individuals willing to work Wtside the boundaries of the law.' 

Alternatively, the PCs might encounter Yu'thiol in the strong¬ 
hold of an enemy. Yu'tb iol was sent to spy on the PCs' enemy and 
has taken the opportunity to evaluate the stronghold as a possi¬ 
ble base of operations for a larger githyanki strike force. 


C Rrri CAL TH RE ATS 


BY MATTHEW SERNETT 

ARTWORK BY KYLE MUNUk 


The cagey Yu'thiol Mansecho is a githyanki Irom the Astral 
Plane, bur none of his employers suspect that^—^few ever hear 
his real name. All they know is that the mysterious figure they 
hired as a spy, assassin, or blackmailer is good at his job. 

Yu'thiol moves from city to citVt establishing a fake identity 
in the local underworld, using disguises and magic to hide his 
visage. Once he has earned a suitably dangerous reputation, he 
hires himsell out to anyone who’ll have him, often charging 
oiily a nominal lee, Yu'ihiol only pretends to be devoted to the 
Yirt" of whatever foul deeds his employers pay bim to commit, 
but he is truly a master of subterkige and deception. 

Yu'ihiol Mansecho is a spy for hire, but few suspect the depth 
of his treachery No matter who Yifrhiol works for, his ultimate 
loyalty lies with the Lich Queen of the githyanki. Each month, 
Yu'thiol pitmtshi/ls to the Astral Plane to report what he has 
learned on the Prime. Working as a spy allows YYfthiol to learn 
a great deal of information useful to the insanely pow'er-hungry 
Lich Queen, If the Lich Queen considers them a threat to her 
plans, Yu'rhiol's old employers die violently and suddenly Of 
course, by then Yu’thiol has another name in a city far away. 


Male Githyanki Rog4/Ftr2/lll4: Medium-size Outsider (evil); HD 
4d6+S plus 2dl0+4 plus 4d4+8: hp 6S; Irtit +2; Spd 30 ft.; AC 20, 
touch 7 3^ flat-footed 20; Atk -I-14/+9 melee (2d6+7/crit 19-20, sil¬ 
ver swo rd) or +9/+4 ranged (IdS/crit x3, composite longbow); 
SA psionics, sneak attack -t-2d6; SQ psionics, evasion, uncanny 
dodge (Dex bonus to AC); SR 15; SV Fort +7, Ref + 7, Will +7: Str 
17, Dex 14, Con 14, Int 16, Wis 10, Cha 16, 

Skifh: Bluff +15*, Concentration +12, Diplomacy +14*, 
Disguise +16*, Gather Information +15*, Hide +13 (+29**), 
Move Silently +1 3, Open Locks +13, Spellcraft +13, Tumble +12* 
Feoty. Dodge, Exotic Weapon Proficiency (silver sword), Iron Will. 
Mobility, Spring Attack, Weapon Focus (silver sword). 

Psionics {Sp)i At will— clairaudience/dairvoyance, dimendon 
door, mage hand, td^kineds; 1/day — piane^hift. Caster level 16th: 
base save DC = 13 + spell level. 

Spedbook: 0—all except cay of froit; Ist —charm person, change 
se(f*, comprehend hngaage^, ray of enfeebfement, shield, siieni 
imagetrue strike; 2nd —alter self bul}*s strength, invlsihility^, locate 

minor image^, mirror imoge^, see indsibllity. 

* Illusion spells. Prohibited school: Conjuration. 

Possessions: silver eword, +2 glamered studded leather, circlet of 
persuasion*, ring of mind shielding, medallion of thoughts, robe of 
blending**, ring of protection + 7, amulet of natural armor +2, com¬ 
posite longbow with 30 arrows. 
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i Magic items ^ Monsiers 

''Lust” is a D&D Side Trek for four characters of 4tli level 
It can be modified for characters of 2nd to 6th level with 
little trouble using information in the ‘'Scaling the 
Adventure" sideban Although this adventure is set in the 
world of Greyhawk) it can be placed on any well-traveled 
road that passes through a heavily forested area in your 
campaign setting. 



"Lust'* is a chance traveling encounter. The PCs 
encounter Redwood Oakblossom, a half-fiend satyr, on a 
road at the edges of the Dim Forest on the borders of 
Bissel and the Gran Match, He has dttiruTrd three aspiring 
Knights of the Watch and conv inced them to try and kill 
each other for his own amusement. PCs charmed by the 
satyr join the battle; those who resist find the ckttrmrd 
attacking them. 

Redwood Oakblossom blames his misdeeds on his bad 
upbringing. Born as a result of the brutal rape of his 
dryad mother by a loosened fiend, Redwood spent his 
childhood rejected by other fey children. Bven his own 
mother can barely look at him without being reminded 
of his borrifying conception^ for Redwood bears the 
marks of his fiendish father: He has glowing eyes, two 
small horns growing between his ram’s horns, and he 
stands a foot taller chan a pureblood satyr. 

Because no one would play with him, the satyr spent 
much of his time alone, developing his skills with the 
panpipes by charming and soothing the small beasts of 
the forests. It was during this time alone in the dark 
places of the woodlands that he discovered a more sinis¬ 
ter inheritance from his father — a deep and raging 
bloodlust. It didn’t matter who spilled the blood, as long 
as it was hot and fresh. Many a squirrel suffered a long, 
bloody death at the hands of Redwood as he satisfied his 
fiendish impulses. 

As Redwood grev,% the sophistication of his bloodlust 


#NPCs »P0bjpr ;ls Settle me ms -/'Traps 

i 

grew, as well. He found that his pipe playing could rlTfirni 
forest travelers on the nearby road, and that they could be 
convinced to slav the small lorest beasts who innocentiv 

f • 

emerged to frolic to the music of the satyrs pipes. From 
there it was only a small leap of logic to the idea ol forc¬ 
ing the travelers to attack other intelligent creatures, a 
task made easier if the rlicUTued were convinced their own 
lives were in danger from their ‘Toes." 

At first, Redwood would charm those of natural o^po^i- 
rion, such as goblins and patrolling soldiers, and then put 
them together to see what would occur. While the blood¬ 
letting between these two groups was enjoyable to the 
halTfiend, he found that his thirst wasn’t quenched by 
this nearly as much as when two natural allies fought one 
another. What satisfied his fiendish nature even more 
was to then attack and slay the victors while they were 
still wounded from the fight, ripping them apart with his 
horns, daws, and teeth in a bloodthirsty orgy ol rage. 

As travelers become more wary of the sections oi forest 
that Redwood frequented, his tactics grew sneakier, and 
his range wider Now he doesn’t hesitate to sneak up on a 
group of camped travelers, softly playing his pipes to 
rimrm the guards. These Redwood leads otf into the 
forest, where they arrack and sally forth against one 
another while he pipes a martial tune. In the morning, 
the other travelers wake up (assuming some other preda¬ 
tor didn't devour them in their unguarded state) to find 
their guards missing, with almost no indication of what 
happened to them. 

Glimpses of Redwood have inspired wild rumors 
among the regular travelers of these routes about the 
horned ghost and its lethal tunes; now guards are at a pre¬ 
mium, and only large groups travel the forest. Grizzled 
rangers have been hired to track those who disappeared, 
buttonly the bloody sites where the victims died are 
found. Redwood is considered a scourge along the road 
fhdt runs along the edge of the Dim Forest between 
Bissel and Gran March, terrifying patrols and travelers 
alike. The other forest creatures steer clear of Redwood 
and his activities for fear of reprisal from the dangerous 
half-breed, leaving this section of forest to him alone. 



































ADVENTURE 


Although this adventure is 


as a chance roaas“’« 
en conn ter, the success oi Redwood 
serve as the basis of an advennire larger in scope than 
presented here* EJere are some hooks to consider: 

•The PCs are hired as bounty hunters by The Wooden 
League^ a local woodcutters coalition^ to rid the roadway 
ol: the dangerous creature that lurks in the forest, 

* Bowing to local political pressure! the Ferocious 
Ancient hltppogiiff! Captain Hewn Stonetow (Clr7 of St. 
Cuthbert)i a Knight of the Watch, charges the parry to 
stop the ghostly menace at the edge of the Dim Forest. 

* The local satvrs and other fev creatures of the forest 

f ^ 

have begun ro sufter the brutal attacks of Redwood. They 
have contacted Hawia Blushberry (Dru3) for help. She, in 
turn, appeals to the party to seek our and destroy this 
abomination of nature. 


A FRIGHTFUL SIGHT] (EL 7) 

Read or paraphrase the following once youVe 
begin the encounter: 


The twilight ol the day is upon the surrounding forest, 
and were it not for the smooth and steady roadway^ the 
going would be difficult. The quiet of the evening is 
gradually broken by the quick tempo of a martial tune 
played on a flute that catches and then holds your 
attention form somewhere in the near vicinity. Fol¬ 
lowing the sound to its source some 250 feet ahead 
reveals a strange sight: Three youthful-looking men in 


hauberks o.t chain and wielding longs words dance 
around a small clearing in the trees, slashing and hack¬ 
ing at each other in time with the beat. They are 
dressed in the surcoats ol the local constabulary! 
although these are rent and slashed. 

All the while, a brown, tm ry-legged humanoid crea¬ 
ture with horns and hooves capers around the battle, 
blowing the whistling tune that Hist caught your ear 
on a set of elaborate pan pipes. The black handle of a 
heavy scimitar strapped to the cream re's back pro¬ 
trudes above the ram horns growing on his head* Most 
horribly, a sickening! lustlul grin is mirrored in the 
sparkle ot the monster’s glowing eyes with each suc- 

thi List of the dancers’ weapons. 


Creatures: The three soldiers are 
the Watch. 


a 

of the dangerous beast lurking in 
this area, they took ii upon Themselves to track down and 
defeat the monstrous presence plaguing the travelers of 
this roadj thinking that success would catapult them up 
the ranks of Knighthood. Scioch and Ferriih t reeson are 
brothers born less than a year apart—they look and act 
more like twins, dressing alike, fighting with the same 
vie, and so on. 

V ^ 

The third, Wolly Greenshed, entered the Knights of the 
Watch at the same time as the Freesons! and is a fast and 
true irtend ol the brothers. Short where the Freesons are 
tall, dark where they are huT clumsy where they are grace¬ 
ful, Wblly seems an unlikely companion* The brothers 






























ndmire iiis fierce heart and staunch loyalty, and consider 
him a boon companion. 

f Stalwart Vigil Ferrith Freeson, Male Human 
Ftri: Ck 1; Medium-size Humanoid (5 h. 9 in. tall); HD 
ldlO+2; hp i5 ( U) carrently); Inir -f 1; Spd 20 it.; AC 16, 
flat-footed 15, loiich 11; Atk +4 melee (id^+S/cril 19-20, 
longsword); AL LN; SV Fort +4, Ref 4 -!, Will +0; Sir 14, 
Dex 13, Con 14, Ini 10, Wis I I, Cha 1 5* 

SfnJb: climb HT'\ Listen +1, Ride +4, Spot +2. RtiU: 
Weapon Focus (longsword). Dodge, To ugh ness, 
'Tncludes-5 armor check penalty. 

chainmpil, longsword, 22 gp, 12 sp, 

^ Stalwart Vigil Scioch Freeson, Male Human 
Ftri: CR 1; Medium-size Humanoid (5 It. 9 in. tall); MD 
id 10-^2; hp 12 (8 currently); Init + I; Spd 20 It.; AC 16, flat- 
looted 15, touch it; Ark +4 melee (ldS+3/cLit 19-20, 


longsword); AL LN; SV Fort -h 4, Ret +1, Will -t-0; Str 14, 
Dex 13, Con 14, Int 10, Wis 1 I, Cha 14. 

Skids: Jump -fO", Listen +1, Ride -^4, Spot +2. ITiils: 
Weapon Focus (longsword), Dodge, Power Attack. 
'^Includes -5 armor check penalty 

chainmail, longsword, 17 gp, 35 sp, 
f Stalwart Vigil Wolly Greenshed, Male Human 
Ftri: CK 1; Medium-size Humanoid (5 It, 2 in. tall); H D 
ldlO+1; hp I I (5 currently); Init +0; Spd 20 ft.; AC 1 5j Hal- 
footed 15, touch 10; Atk -^5 melee (ld 84 - 4 /crit 19-20, 
longsword); AL NC; SV Fort +3, Ref +0, Will -i-l; Str 16, 
Dex 11, Con 12, Int 10, Wis 13, Cha LL 
Skills: climb +2'L Jump -fC', Ride -h 3, Spot +2. Feni^: 
Weapon Focus (Long sword), Endurance, Power Attack. 
‘^Includes "5 armor check penalty. 

Pos.^rs i r a f T s ■ c h a i n m a i 1 3 10 n gswo rd , 4 5 gp, 5 s p. 

Redwood Oakblossom is a massive satyr, some 6 leet 


tall and weighing 250 pounds. His lur is a rich brown 
mottled with black, and his skin has a reddish hue. His 
pitch-black rams horns curl about the sides of his head, 
ending in sharpened points near his glowing eyes. His 
teeth shine bright white and are sharply poino^d, as are 
the talons at the ends of his fingers. Two small, bright-red 
horns spring from the center of his h'.>rehead between the 
rants horns. Me wears a iur belt made horn deerskin, 
from which hangs his Fac; koldnui. I’he bag hoUls grue- 
.some trophies taken horn the battles he has irisrigated. 

^ Redwood Oakblossom, Male tin If-fiend Sat>rr: 
CR 6; Mediutn-size Outsider(6 fi. tall) HD 5d6+12; hp44; 
Init -h 3; Spd 40 ft.; AC 16, flat-fooled tS, touch 1 I; Atk +7 
melee ( ld6+2, gore), +5 melee (ld4+2, 2 claws), +5 melee 
(ld6-h2, bite), or +8 melee (Ulf>+2/cri[ 18-20, masterwork, 
scimitar), +5 melee ( ld44-2, daw), and +5 melee ( Ui6+2, 
bite); SA pipes, spell-like abilities; SQ darkvision 60 H.; 
immune to poison; acid, cold, electricity, lire resistance 
20; AL CE; SV Fort -t6, Ref r7, Will +S; Str 14, Dex 17, Con 
14, Int 16, Wis 13, Cha 22. 

Skills: Bluff+ 14, Hide+15, Intimidate +13, Listen +15, 
Move Silently +15, Perform (dance, pan pipes) +18, Spot 
+15; Fra Is: Alertness, Dodge, Multiattack. 

Pipes (Su): When Redwood plays his pipes, all crea¬ 
tures within a 60-foot spread (except satyrs) must siec- 
ceed at a Will save (DC 19) or be aflected by rlrarm 
prrstm, deep, or frar (caster level lOlh), Redwood 
chooses the tune and its effect. In hands other than 


those of a satyr, these pipes have no special powers. A 
creature that succcssliilly saves against any oi the 
pipe’s effects cannot be affected by the sanre sci ol 
pipes again tor one day. 

Spell-like Abilities: 3/day—darkness; I/day-—^drsr- 



SCALING THE ADVENTURL 

''Lust" IS designed to challenge four 4th-level characters, 
but it can be modified for parties of different sizes or levels. 
Consider adapting the adventure as follows: 

2nd- and 3rd-level PCs: The adventure as written is very 
difficult for characters of this level. To compensate, consid¬ 
er making the following changes: 

- Remove Redwood’s cloak of Charisma +2, and reduce 
his Charisma to 15 {thus reducing the save DC of his pipes 
to 15). 

- Allow for the possibility of other Knights of the Watch to 
show up in the second or third round of combat if the PCs 
need help battling Redwood. Alternatively Wolly could 
resist the charm person affect and assist uncharmed PCs 



against 

5th- and 6th-level PCs: The adventure as written still pro¬ 
vides a challenge to characters of this level, although it's 
not nearly as great. Consider making the following 


adjustments: 

• Give Redwood two levels of sorcerer and two potions of 




> d r 



- Alternatively add more charmed knights to the mix who 
are willing to fight and die for the satyr. 

Scaling the adventure up from here is simply a matter of 
adding more levels to Redwood (fighter, barbarian, sorcer¬ 
er, or both are all good choices). At very high levels, howev¬ 
er, consider allowing a powerful Redwood to beseech his 
father, a hezrou tanar’ri, for aid. The half-fiend satyr and a 
hezrou demon would provide an excellent challenge for 
high-level characters. 

Finally remember that changing the Encounter Levels 
should raise the amount of treasure in the adventure. 
Consult page 170 in the Duncan Master's Caide (Tables 7- 
2, 7-3, and 7-4) to determine treasure appropriate to 
new encounters. 
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. Caster level .Sth; save LX.l =16 + 
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TVsiVS-WOizs: kisTof lioM/jjg (250-pound weight limitjj rlntdc 
of ClfiU'fs/ifa +2, mas ter work scimiiap pan Hute. 

Tactics: When a PC comes within 60 leet 
sarvn she must make a Will save (DC I9 )h or he afFecied 

J .* ® 

by [he pipe’s rhurnt per.'iet! ability/rhe next rounds the 
fhiTrffJof PC and [ledwood must make opposed Charisma 
checks—Redwood's is made at t6 . li the PC fails that 
check, Redwtjod cominands her to attack uncharmed 
PCs within leet of the satyr, A PC who wins the 

arisma check isn’t forced to arrack, but she is 
still under the effect of the rh^intt persau spell. 

rhe round after Redwood atrempts to make the 
rlierf^fed PCs arrack, he rums tJie soldiers (who continue 
to fight among themselves) on those PCs wlio resisted 
his pipes,These soldiers; completely lost to Redwood’s 
magic, attack vvitli reckless abandon, but they never 
travel beyond 60 feet from the satyr. They move with the 
satvi if he moves so as to stav within that 60-ft 




PCs who attempt to sneak up on the satyr must make 
opposed Hide and Move Silently checks against Red¬ 
wood s pow e r 1 l 1 1 Lis 1 en a 11 (.1 Spo 1 checks, Redwoo< 1 tn oves 
within 60 feet ol any he detects, placing them within 
range of his rltitr/ft person spell or the attacks of the caper¬ 
ing kniglits. 

II possible. Redwood stays out of melee while others 
who can fight for him still stand. If the PCs defeat the 
t li re e knights (a nil any o t h cr s r h a rm cd ), Red wood i m m e - 
diatelv attacks. In direct comhaL Redwood first uses his 





to conriise tne oartlerielo, tutnoiv iargffi to 
up his |■oes^ then follows up with his mundane weapons. 
It the battle begins to go against him, the satyr uses dark- 
and his superior speed to llee and hide in the forest. 

Development: If the PCs allow the fighters to con¬ 
tinue their battle to its horrible conclusion, Ferrith wins 
a hcarthi caking victory Fie is then sei upon and quickly 
slain by the ripping claws of the hall-liend. Shotdd the 
PCs manage to 
the knights, 







for a hi 
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i are in serious 
norm id duties and are drummed our of the Knights of 

e V re t li ni w i t li t he h e a d of Re d v\' o o d, Th e 

f 

aspiring knights beg the party to allow them to fake 

aining their situarion. There is a 
5110 gp reward for the satyr, which the Knights turn over 
to the party if they are allowed to taKe. creait tor sii 
the menace. 

Ad-hoc XP award: If the PCs agree to allow the 
knights to claim the kill as their own, award them an 

a 1 10'^ e xi>e r i e n c e fo r f 1 1 is e nc o u ii t e r. 




li Redwood escapes, he flees deep within the Dim 
Forest. His evil is stopped for the moment, but his 
fiendish nature will not be denied. Redwood could 
return to haunting the roadways of the Dim Forest 
within the yean he might relocate to another area, or he 
might decide to stalk the PCs 
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gan ena to Keawooas oiooarnirsry rein 
need not end the opportunities for adventure in the Dim 

satyrs and drvads of the forest return to 




the roadway, i 
encounters 
almost as 



a 



s 




a menace as Redwood, Fooled into 
thinking that Bissel and Craii March were engaging in 
guerrilla w aria re against the humanoids of the Dim 
Forest by the remnants of Redwood’s bloodletting ses¬ 
sions, goblin forces surge out to attack the outlying areas 
of Flissei. Finally, Redw'ood’s father, a he>:rou tanarVi who 
has been tollowing Redw^oodV growth and career from 
afar wdrh pride, takes exception to the satyr's defeat. At 

the lirst opportunity, this powerful demon comes seek- 

() 



laying Rmd’s Uaitf l() run l[nvnrd.^ iftc niarc anffna \y: A fooI Frrrzr 

on Li liol iioy, a cold Frrr tunsf onjdj'nte, the sivraf on 

I hr,,, To fe/ huTT knoiv wliol you I ho ugh f ohnul I his aduenfmT, 



,cam. 
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BY MIKE MEARLS 

ARTWORK BV HEN HLNRY 
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Centiivies ago^ Keershnz vvaf^ a greiu devil lord. Jzngrossed 
ill his scheineSj Keersliazgrfw blind to the threat posed lo 
him by his underlings. In a gre^nt battle against d'hooiva/, 
his most bitter enemy, Keersha/'s lieutenants turned 
against him, lleeing the battle to sei/.e Keershaz’s strong* 
bold. Abandoned on the field^ the devil lord was cjuickly 
captured. Instead ol slaying his foe, Tboolva'/, decided to 
strip Keershaz oi his power and titm him into a puny imp. 

Luckily for the defeated devil, his one-rime followers 
aunched an attack on Thoolvazs palace to their 
lormer master and destroy him. In the tumult, Keershaz 
escaped, Reeing eventually to the Prime Material Plane. 

Lnraged at his puny fonn and reduced power, Keershaz 
now plots to restore his tormer glory.The uppermost eche¬ 
lons ol the baate/.u order, entertained to no end bv their 

^ p 

u n d e rl in gs ^ f n in b I i n g in a c h i n a tio n s, h av'e o tf e re d Ke e rs h az 
a bargain: it he causes the death ol 100 good-aligned heroes, 
they will restore hiin rc> his former power. As a result, Keer- aiui attacks with his stinger only il cornered 
shaz has declared a one-deval war against adventurers. 


Keershaz, Male Imp Wiz4: CR 6; Tiny Outsider (Evil, Lawful) (2 ft, 
tall); HD 3dS plus 4d4; hp 25; Init +3: Spd 20 ft., fiy 50 ft. (per¬ 
fect); AC IS, touch 13, flat-footed IS; Atlc -lIO melee (ld4 and 
poison, stinger): SA at will — detect good, detect magic, and 
hitiiy; 1 /day — suggf?st;erj, poison, spells: SQ DR S/silver, SR 5, 
poison immunity, Tre resistance 20, see in darkness, polymorph 
(kobold, spider), regeneration 2; AL LE; SV Fort +A, Ref-i-7, Will 
H-S; Str 10, Dex 17, Con 10, Int 18, Wis 12. Cha 10. 

Skills: Concentration +7, Hide -i-lS, Listen -i-5, Move Silently 
hS, Search +9, SpeHcraft -i-l4. Spot -l 5. Fents: Dodge, Scribe 
Scroll, Silent Spell, Spell Focus (Enchantment), Weapon Finesse 
(sting). 

Spefibook: 0—all; 1 st —animate rope, charm persor}, expeditious 
retreat, grease, mage armor, magic missile, Nystul^s magic aura, 
summon monster I, shield, sleep, unseen servant, ventriloquism: 
2nd —arcane ioc-k, darkness. JIaming sphere. M elf's acid arroiv, sum¬ 
mon monster II, Tasha's hideous laughter. 

Possessions: u/and of summon mor^ster I (38 charges) , boots of 
elvenkind, scroll of arcane lock, scroll of dorfeness. scroll of expedi¬ 
tious retreat, scroll of mage armor, scroll of Melfs odd arrow, 
spellbook. 

diiugeoni^, crypty, and ruins, hoping tt> pick oil. adventur¬ 
ers with the un wit tiny aid ol the monsters vvho dwell 
there. Using jnur^d>di(v and his l-iide skill, he lurks out of 
sight near dungeon entrance.s. When adventurers 
ap^proach he follows them, hoping to lind an opportunity 
to finish one off He casts tf<mn'ng ,ghns/ sturttil, and 
vrnlrdntjHism to lure adventurers into traps and other haz- 
ard.s. When the heroes encounter monsters, he use.s 
.'inuuuoji mo}istcr to Rank them and attack spellcasters, or 
wreaks havoc with their plans via his silent tfaze spells. 

Keershaz is terrified of defeat. He knows that should 
he die as an imp?, he faces centtiries of service as a lowly 
lemure, ihus, if directly confrojtied he uses his scroll of 

r 

rein til to Ree. If pressed into battle or if he sees 
the oppoi ttiniiy to destroy a weakened party, he uses 
liiirbirss to cloak his attack before sending a /Jnrufug sphere 
hurtling at an enemy. Keershaz never jnove^s into melee, 


APPEARANCE 

Keershaz is a 2-foot talk wiry, red-skinned humanoid 

I 

wifli leatlierv bar wines, two tiny horns in his forehead, 

j >1 

and a long, undulating tail. His voice is high-pitched and 
rather whiny, which contrasts with his hombastic, arro¬ 
gant tone. While Keershaz is now an imp, he still carries 
himself as a fearsome pit fiend. 


DEVELOPMENT 

Keershaz prefers to lurk in a dungeon or rtiin until the 
monsters within it are defeated before moving on to his 
next site. Wliile never appearing phy.sically to monsters, 
he oflers them advice on defeating adventurers while 


TACTICS 

W i T h his tiny n e body a n d re due e d s pe 11 c a s t i ng a b i I i t y, 
Keershaz is quite aware abottt his capabilities. He lurks in 


invisible or via erfffnloj][U5fff, 

Unfortunately for Keershaz, a host of devils seeks him, 
rhoolvaz wants to re-capture liim, while his old follower.^ 
want him dead. The PCs might find themselves bargain¬ 
ing with imps or osyluths dispatched to kill or capture 
Keershaz, or negotiating with the imp to avoid or slay his 
hunrers. ii. 
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ARTWORK BY BEET, JONATHAN WAYSHAK& LEE BALLARD 
CARTOGRAPHY BY CHRISTOPHER WEST 

i Miiqjc Items ^ Monsters ^ NPC ;s cobj eels Se tt I e me ms T ra ps 



Porphyry House I lorror'' is a D&D adventure designed 
tor [1 group ot tour lOth-level adventurers using the rules 
and concepts presented in the Heah of Vdf Dtofene^s, The Pooh 
of VrJr ninTur.s's is iinmensely helpful in running this adven¬ 
ture and dealing with the situations the party encounters in 
the Porphyry House and its wretched environs. 

This adventure confronts the players with some truly 
depraved and remorselessly evil villains and situations. 
Bards* rogues* and similar characters should feel right at 
home in this environments and their skills should certainly 
make some parts ol the adventure easier to cope with. Char¬ 
acters like paladins and clerics who have a strong moral 
compass should prove helpful against the numeroLts evil 
and coiTtipt creatures encountered in this adventure. How¬ 
ever* they might end up causing more problems than they 
expect when it becomes clear that in order to succeed, the 
party might need to make allies ol some of their foes. 



The only three books vott actual I v need to run the adventure 

H y 

are the three core rulebooks. Fears, items, and monsters 
taken Irom the Beck e/ V^ilc Dark mss are reprinted in the 
adventure (or your convenience, .Spells have not been 
reprinted, but you can easily substitute spells of the appro¬ 
priate levels tor any vile spells in N PC stai blocks (all such 
spells are called out). 

Also, make sure to study the vuan-ti entry in tlte 
Miiniial before running the adventure, Yuan-tt are complex 
creatures, and even the weakest have a large nitmber ot 
spell-like abilities and psionic powers they can use. Ot spe¬ 
cial note is the fact that there are plenty of potted plants 
scattered throughout the upper tloors of Porphyry House, 
allowing the yuan-ti to use their ruriUigir ability wdth ease. 
Although no monsters "wandeO the Hotise per sc, regular 
patrols of Porphyry House guards can cause the party all 
sorts of trouble. 



Scuttlecove was foinided by a small group of three cannibal¬ 
istic blasphemers who learned how to steal divine power 
trom the gods they despise and loathe. Known as ut-prlests, 
these three ctiltists possessed a shrewd and ruthless busi¬ 
ness sense, and over only a few years managed to build Scut- 
tle.cove into a thriving, if lawless and dangerous, city. 

Scuttlecove is legendary among pirates as a place where 
any desire can be bought, any urge fulfilled, and any whim 
acted upon without fear ol repercussion apart from the 
immediate. In other words* “H you can get away with it* do 


it!’' Drug dealers* slave traders, and other terrible merchants 


Flocked to the city to make their fortunes, or they died 
trying. Roving bands of homeless pirates* uninspired thugs* 
and even the odd assassin fotind the place a perfect home; its 
distance from the mainland kept it free of the meddling 
attentions of the more civilized nations. Left to its own 
devices and under the semi-vvatchful rule of the ur-priest 
triad, Scuttlecove could have eventually grown large 
enough to actually pose a military threat to the mainland. 
Unfortunately, something is growing in the stinking under¬ 
belly ot Scuttlecove that could prove far more dangerous 
and terrible to the surrounding regions. 

Several years ago* a small cult of Demogorgon worshiping 
yuan-ti cultists arrived* led by a charismatic am.1 crahy yuan* 
ri bard named Wulveia. They brought with them large 
amounts of cash and loot, and with it they financed the con¬ 


struction ot a grand structure on the edge of one ol Sctttlle- 
cove’s marketplaces. Using porphyry mined iocallv, the 
yuan-ti culrists built a huge and beautiful bitilding that put 
to shame the ramshackle struettues it surrounded, i he place 


was a bordello* the classiest and most exotic of its kind in the 


entire city, in a place as steeped in lust and sin as Scuttlc- 
cove, the Porphyry House was an overnight success. Over 
the next several inonths, the other whorehouses and fes- 


thalls in Scuttlecove weiH out of business one at a time. Ir 
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became blaianfly obvious that the owners of the other busi¬ 
nesses were being fcrceri oui by the owners ol Porphyry 
House, bui I lie citizens oi Scurrlecove paiJ this no heed. 
Such act ions are common hi Scuillecove. in any case, no 
sooner than three months after it opened^ the Porphyry 
House was the only bordello in all of Scutrtecove, and busi¬ 
ness was booming , . , whicb was just as Wulvera and her 


yuan-ti minions planned. 

Wulvera is a Thrall of Demogorgon, one of the demon 
prince’s most favored minions. Sht hopes to one day curry 
enough favor from the Prince of Demons to be transformed 
into an immortal demon herself, and Porphyry House is the 




as 


a base 


oi operations because the actions of hercultist minions 
would not draw undue attention from any lawful or good 
authorities or organizations. Her followers could more or 
less do as they pleased. The one kink in her plan is the fact 
t h a t t h e p I a ce i s i' u 1 e d by a t r i a d o t u r-]> r i e s ts. Wl e I ve r a u n d ci - 
stands that Demogorgon is not a true god perse, but her cult 
is religious enough in its devotion that the ur-priests would 
doubtless lash out at it if they knew of it/I’liiis, she decided 

I 


to use Porphyry House as a cover. Not only would such a 
structure help finance her goals, btit it would distract ihe ur- 


priesis from its true nature. 

Originally, Wulvera staffed the bordello with prostittites, 
but they quickly proved to be too independent and demand¬ 
ing for their own .salaries. Next, she tried kidnapped victims 
and slaves. Although these new 'employees' had the 


advantage oi no wages, they proved to be too subversive and 
uncooperaiive. Never mind the lact that there were several 
embarrassing moments wlien the powerful friends and fam¬ 
ilies of a few kidnap victims showed up well armed and 
demanded the return of their kin. 


fioLilly, Wulvera had an epiphany: She and her yuan-ti 
minions could make use of their natural ability to |HiJvnr[ir|dT 
fiihcron common animals and beasts.'IVansformed into 
humanoids, they made quiet and amiable ernployees/lTeir 
natural docility and minimal sense of sell worth kept them 
ill their place more surely than a locked door could ever 
hope to; the main disadv'antage was that pelymerpIrE'd animals 
and beasts tended to be ineffective as brothel "entertainers" 
since they lacked a strong force of per.sonaliiy or .sense of 
self/rhey were uncreaiive, uncommunicative, and more 
olien than not, [ust plain unatiraciive. While the majority oi 
the House's clientele didn't seem to mind, the more diseern- 
ingcustomers began to complain. 

As a re s u 1 1 , Wu 1 e ra 1 oo k e d fa r t h e r a f i e 1 d, taking a li v a n - 


tage of a ne; 
dras. d'he cult 












a large population ot tmuT 
se creatures to be some ol 


Demogorgon's chosen—with their scaly skin and multiple 
heads, the beasts were thought to embody some ol the 
demon lord's ''better" qualities. Combined wiih a healthy 
pensonal presence (and the added bonus that in a pinch the 




an instant 



ppfyfMerph effect t 
dra garrison), Wulvera thought they'd make perfect 
'‘employees." Harpies also made fairly successlul subjects, 
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bill tor the most part, they weren't pliable enough menially 
and required more time-consuming rraining. Captured, 
pt■>f)ouerp^^fd, and properly trained, the gulguthydras quickly 
grew to be one of the Porphyry House’s prime at I tactions. 

For a few years after the Porphyry House opened, 
v^era spent much ot her time researching how best ro please 
Demogorgon and earn her descent into demonic power. 
Eventuallv, she came to the conclusion that the best method 
lo earn the gratitude and favor of the Prince of Demons 
would be ID offer him a sacrifice on a scale unlike any he has 
seen belore. Her idea came not long after she accidentally 
created a powerful magic drug that temporarily transforms 
those who breathe its fumes into half-fiends. She has named 
this new drug \iemons breath.” 

Sh e now plans on sacrificing a number of willing (if 
duped) individuals during a massive orgy held at the Por¬ 
phyry House, ’^'^ith the divine energy gained by this sacri¬ 
fice, she hopes ro infuse her supplies of this new drug with 
otherworldly power, blanketing Scuttlecove with a cloud of 
the stuff so that the entire city^’s population transforms into 
fiends permanently, including herself Of course, she hopes 
to redirect a fair portion of the energy into her own soul, 
granting her the greatest share of the demonic energy as 
well as the ability to command its new demonic citizens as 
her puppets, 

Wulvera has nearly completed her preparations and has 
started to spread invitations to this pr ivate orgy among her 
best customers. She set the date for the event at sometime in 
the near tut tire, and if these plans are nor stopped, the city of 
Scuttlecove wi 11 be come more dangerous than ever before. 
Unfortunately, her actions have attracted unwanted atten¬ 
tion. Although she has managed to keep the truth of her 
intentions from the ur-priest rulers of Scuttlecove, she has 
not been so successful at hiding her plans from tw^o others. 
The first of these serves one of Demogorgon's greatest rivals, 
the Dark Prince Cxiaz'zt. A powerful Thrall of CrazV.t, Tyra- 
landi has started her own investigations into the rumors of 
Demogorgon cult activity, and she hopes to bring the cult 
down,The second is a local wizard and druglord named Ked- 
ward Bone, who has recentlv learned of the existence of 

‘ a" 

Wulvera's new drug; he'll stop at nothing ro have it for his 
own purposes. 



The party travels to the festering city of Scuttlecove, and not 
long after are contacted by Kedward Bone. The druglord 
wishes to use their skills to secure a sample of a strange and 
powerful new drug he believes is being manufactured in a 
local brothel. Not long alter, they ate contacted by a heaiiti- 
fui but deadly baif-fiend who would also like to enlist their 
aid against the brothel. 

The party infiltrates Ibrphyry Hotsse and soon learns the 
truth behind the curt ai n, Hiir;iged that her p 1 ans seem to be 


falling apart, Wulvera gatliers her closesi minions to her in 
the temple ot Demogorgon below Porphyry House. .She 
then hatches a desperate plan—to capture and sacrifice the 
party to Demogorgon instead of pursuing tlie sacrificial 
orgy. The party must avoid her traps and attacks long 
enough to penetrate to the core of her temple within the 
bordello and stop her vile plans. 


GETTING 



This adventure truly begins when the party arrives at Scuttle- 
cove, They might need to seek some sort of obscure but vital 
hit of information know^n by one of Scutilecove^s inhabitants; 
perhaps this information is held only by the Skindancers. If 
the pam^ consists of characters \v\th a shady background and 
low^ moral standards, you could even tempt them to Scuttle¬ 
cove with stories of how anyone can do anything they want 
there, as long as they’re prepared to defend themselves 
against any reperctissions. Such c]varacter.s might even be 
drawn to the city by rumors of a magnificent brothel in which 
your wildest lantasies can be made flesh. 

Alternatively, you can stage an encounter like the one 
that follows. This partictilar encounter works only on a 
coastal region. The party members might have heard rumors 
that piracy is increasing off the coast for some time. Eventu¬ 
ally, they should hear a new rumor . . . that a particidarlv 
vicious and deadly monster has started to attack travelers 
along a well-used coastal road. One entire village is rumored 
to have been eaten by this creature. The party might decide 
to investigate these rumors on their own, lliey might be 
hired by a local noble or aristocrat to put a stop to the 
attacks, or they might simply have (liis encounter while 
traveling along a suitable road in your campaign. 

SHIPWRECKED GULGUTHYDRA (EL 12} 

The arracks are being caused by a traumatized gulguthydra 
that was captured and pelymerphfti into a human woman and 
forced to serve in the Porphyry House, fhe gulguthydra, 
smarter than most of its kin, managed to escape from the 
Porphyry House by stowing away on a pirate ship CLilled T'fjr 
5hrtf5 Tcaf, Eventually discovered when it snuck up from 
the hold to look for food, the foul pirate crew took turns 
raping the creature before the sir ip's wizard noticed the 
strange magical aura around her. Curious, he shooed off (he 
lusty pirates and atrempted todcsgrl the magic aura simply to 
see what would happen. Unfortunately lor him, he suc¬ 
ceeded. The enraged gulguthydra made quick work ol the 
wizard) the captain, and his crew. 

For several days the ship drifted, until it finally crashed 
on the shore ol the mainland. The near-starving gulguthy¬ 
dra quickly established itself at the top of the local food 
chain, eating an entire village and anyone it happened to 
run across in its wanderings. Each night, the beast returns to 
the shipwreck, which il has fashioned into a new lair. 
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rhe pi^rty should have little trouble finding evidence of 
the gulguibydrji's tracks in the suiTounding teiTiiin once they 
become alerted to its presence^ Finding and tracking the 
creature requires a Search or Wilderness Lore check (DC 9). 

The creaiitre's lair Es in a small^ crescent-shaped cove bor¬ 
dered on the north and south by clilts/rhe landward side of 
the cove is densely forested^ although a road passes nearby 
In several places the gulguthydra's bulk has crushed rrees^ 
making it fairly obvious that a massive beast lairs nearby 
The wrrxked hull of ilie Sirruh Tr<tI lies impaled upon some 
sharp rocks about 50 leet trom shore, hut at low tide the ship 
sits completely exposed. The hull of the ship is blasted out¬ 
ward ai’id seethes with a horrible, eye^watering reek. Within 
the hull lurks the creature. 

Creature: The gidguthydra should he present in its lair 
when the party arrives. Allow it Listen and Spot checks to 
notice the PCs’ approach; once its aware of them it lies in 
wait and attacks as soon as they come within reach. The 
beast has fostered a deep hatred and tear of humans and has 
no desire to he captured again. It tights to the death. 

The gulguthydra’s full statistics can he found on pages 
58-59 of CorngCFTduun: MafFstrrs af Farn'in, hut the 

televant portions are reprinted here. Present the giilguthydra 
as a truly alien creature, the likes of which the party might 
never have heard of. A gidguthydra is a horrid hybrid oi the 
predatory hydra and the scavenging otyugh. It has six snake¬ 
like heads on long serpentine necks, a pair ol otyughlike ten- 
tacles, and a squat reptilian body covered with toul slime and 
excrement, ’^■^hile most gulguthydra have an Intelligence 
score of 6, this one is unusually intelligent for the species. 


^ Culguthydra: CR 12; Huge Aberration; HD 15d8-ilOS; 
bp 172; Init -i-O; Spd 30 ft., swim 30 ft. (surface only); AC 23, 
touch 8, flat-footed 23; Atk +14 melee (id6+5, 2 tentacles), 
+ 12 melee f2d8+2, 6 bites); SA improved grab; SQ nauseat¬ 
ing stench; AL N; 8V Fort +12, Ref+5, Will +10; Str 20, De\ 
to, Con 24, Jnt 9, Wis 9, Cha IS. 

5krlJ.+- Listen +8, Spot +8 rtMiLe Iron Will, Multiaitack. 

Improved Grab (Ex): To use this ability, the giilguthydra 
must hit with a tentacle attack. 

Nauseating Stench (Ex): Any corporeal being with 8 or 
lewer HD who come.s within 80 feet of the giilguthydra 
must make a Fortitude saving throw (DC 23) or be nause¬ 
ated lor the next idlO rounds. At the end ot this period, it 
still within 80 feet of the gidguthydra, the being must make 
another sav^'e, A single successful save exempts the being 
from needing lo make saves against any gulguthydra’s nau¬ 
seating stench ability for one day 

Treasure: I he gear carried by the one-time crew of the 
ship has been lost, but most of the ships booD' remains in the 
hold or lies scattered in the shallow tide pools helow.Tliis loot 
consists of 50,000 cp, 20,000 .sp, 400 gp, 10 pp, seven tourma¬ 
lines (100 gp each), assoned pieces of jewelry worth a total ol 
^ ,200 gp, a + J Jongsivord, and a u'fuid e/rtirr u'c^imds (26 

charges). The wand has fallen into a deep tide pool and can he 
found only with a succes.sful Search check (DC 25). 

Al so in the hold is a small wooden coffer with a padded 
interior. Inside are three vials of red liquid. A successful 
Alchemy check (DC 25) reveals that the fluid Is spiderlily 
plant extract, a fluid valued as a catalyst for experiment:d 
drugs that incorporate the essence of evil outsiders. 



SCALING THE ADVENTURE 

''Porphyry House Horror” is designed for four lOth-level 
PCs. If your particular party consists of characters of lower 
or higher level, you need to after most of the encounters as 
well. The easiest way to lower or raise the difficulty of an 
encounter is to adjust the character level of the opponents, 
if your group consists of lower-level characters, simply 
lower the class levels of the enemies in this adventure by 
the same number (to a minimum of one). If lowering lev¬ 
els, make sure you don't lower them to the point that the 
character loses a key ability needed to function in the 
adventure. 

Raising class levels to match characters who are higher 
than 10th level is a simpler process. You can even raise the 
encounter level of non-classed encounters an appropriate 
amount by giving the creatures class levels or advancing 
them using the guidelines in the Monster Manucti. Wiiarue 
the corpse succubus, for example, could gain sorcerer levels. 

As a whole, this adventure is more deadly than most 
This Is offset somewhat by the fact that the party can ally 
with Tyralandi, an evil half-fiend/half-nymph. Tyralandi is a 
powerful character, and her presence can certainly help a 
party. If your party is lower level, consider having Tyralandi 
join their group sooner, and perhaps be a bit more helpful 


or less evil in her actions. If your party is higher level, you 
might wish to have Tyralandi be more disruptive to the 
party, A high-level party might not even need her aid, in 
which case you're better off removing her from the adven¬ 
ture entirely, or perhaps using her as an additional villain. 

For a lower-level party, you might consider making the 
following changes: 

• Replace the gulguthydras with fiendish harpies. 

• Replace the stone golems with huge animated objects, 

• Remove the fiendish or half-dragon template from the 
huge viper in the treasury. 

- Remove the retriever altogether. 

■« Have the Temple of Demogorgon's floor consist of 
stinking earth, eliminating the snakes and Balance checks. 

For a higher level party, you might consider making the 
following changes: 

• Make the gulguthydras all half-dragon gulguthydras or 
advance them 3-6 HD, 

• Replace some or all of the animated porphyry statues 
with flesh golems or stone golems, 

• Replace the of u^ording with symbols. 

• Add a second or third retriever to the temple. 

• Add more numerous or powerful demons to 
the dungeon. 
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In ;]ti<.{ition To fhe monerary H't-asure, (svo oilier ilemy ol' houir widiour being assanhed^ Now, \vi[.h the withdrawa] of 


interest can be faiMul in she capuun's cabin: 

■ '[’he ship’s sea chans lie in a crumpled heap on the door 
oi the cabin. A success 


rht 









sanor; cnecK [,uC 15} 
reveals the location orSciitilecove. f^Cs unable to make this 
skill check can find someone in a nearby town capable ol 
deciphering the charts easily enough, 

- With a success fill Search check (DC 2U) made while 
searching the captains cabin^ the .ship's log is found/rhis 
water stained and badlv damaged journal is ditHcuit to read, 
and reqtiires a slecccssIuI Decipher Script check (DC 27) to 
sort oui/rhe parly might need to take it to a specialist to have 
it deciphered il thev cant make heads or tails of it. il its coit’ 


' ur-pnests, any semniance oi orucr nas nearly vamsneu, 
.gs a re i vt quite that sere n e, 

^ Scuttlecove (Small Ciry}: Nonstandard; AL Nb; 
ISjPOO gp limit; Assets 8,970^000 gp; Ikipitlation 1 
Mi\ed (77% human, 5% HalHing, 2% elk 2 ''(h dvvark 3% 
gnome, half-ell, 6% ha I bore, 1 lielliiig, 1% other). 


tents can be understood, the reader learns that the captain 
has long used Scuttlecove as a sale port to stage pirate raids. 
Two entries in the journal prove particularly intei'esiing, 
’['he first occurs near the end and tells how the captain 
agreed to travel to a major city on the mainland, posing as a 
met chant so he could pick up a delivery from an unnamed 
isl, Me doesn’t uuite know 


Aitfharrfv fuginrs: I he Ur-lriad (aristocrat 12/ur-priest S). 

Iffjporfanf Chanu'h'ns: bralakni, female hali-orc Lxps, 
ownet oi Bralakni’s Hmporium; Red ward hone, male human 
Ktrt/Wizfi/Diabohsl'^; Lars Landicaster, male human Kgr8, 
owner of The Kustv Shunt; hervoil Whistlecut, female 

j' f 

hahling hrd I I, leader of: the Skindancers; Rhemus Caldakar, 
male gnome Nec 10, owner of Part.s is Partsdfblun Kick male 
human h l r 7 ^ ow jn e r o f The Violated Og re; Ty ni 1 a n d i, i e m a 
il ;d 1 - 1 i e n d /n y m p It Rg r 1 /Th ra i I o f C ra zV.t 4; Wii 1 ve ra, O n e r 
of P'orphyry House, female iialfblood yuan-ii Krd27['hra]l ol 







eiiverv \.s, 

4 f • 

the entry does mention that it's a personal lavor tor the 
matron of Porphyry Mouse, and that tf he delivers it to her 
on time he^s to be rewarded with a "week of freehtesd 

interesting entry is (he final one in the book; 
it L scoverv ol a beautiful stowawav in the hold of 


Scuttlecove is unlike most cities in that the vast maioritv 
of its inhabitants are warriors rather than com in oners. The 







primary exports of the city are drugs i 
(particularly art objects, gems, and magic items). [ ne citys 
economy is anything bui stable, driven mostly hv the 

H . C' I ^ 

arrival ot pirate ships laden wi(h loot, and pirates all too 

it. As a resLili, the maforitv of the city's 




the vessel. The captain gloats a bit about havi 
with the poor lass before he tossed her to his crew for fun, 


eager to 

buildings tend to be dilapidaied^ since their owners do not 
have the regular income necessary to keep the properties 



m entions 




ar... 


Lk 


one of the girls from Porphyry House?" 


Perhaps she was in good repair. 



Vou should place the city of Scuttlecove on the coast of a 
tropical island at least one hundred miles from shore. Alter¬ 
natively, you could place it on the mainlaiuf, as long as it's 
secluded and distant enough from civili'/ation that it can 
operate without interference. 

The only ships that regularly sail to a ltd from the port of 



icove are pirate snips, and they are far from likely to 
take passengers except as prisoners. No other ship willingly 
transports characrers anywhere near Scuttlecove without 
immense bribes (10,000 gp paid in advance might do it,) or 
truly impre-ssivc Diplomacy or Intimidate checks (DC 30), 
Since it is.se far from the nearest major land mass, short term 


In rheorv, Scunlecove is ruled bv its founders., a trio id 

j ' ^ 

godless aristocrats who discovered a method to manipulate 
divine magic without having to resort to fawning over a 
god, rhese three ur-priests are known only as the Holy 
IViad, a self-mocking title perpetuated by tbe ui-priests 
themselves as a sick joke. They keep the tletails ol their 
names and personal lives a closely guardekl secret, and 
rare 1 y, if eS''er, ve n ture out of tliei]■ walied cotnpound in the 
north end of the city these days. What goes on inside that 
walled compound is the subject ol many rampant rumors; 
the one thing these rumors seem to be able to agree on is 
that r It e M o I v ’fr i a d a re c a n n i b a I s an d h a v e d i s c o ve r e d a 





s like jealrru'iiJk probably won't surnce. rug 
get the party to the city fairly quickly, either on flying 
naounts or via magic. 'iVkporfitfrtm is another possible route, 
although chances are that no one in the party has been ro 
Scuttlecove before and no one they can hire would want lo 
go there without being paid ten times the going rale. 

lo say that the small city of Scuttlecove is a ruptured boil 
on an oiyugh’s ass would be insulting oiyughs everywhere, 
0\'\ its best days, a commoner wandering the streets of 


way to increase their own power and strength by consum¬ 
ing the flesh ol their ktn, 

[’he Holy Triad imposes no laws save one: open worship 
of the gods is a crime punishable by public execution. y\s a 
result, no organized, public temples stand in Scuttlecove. 
Magical healing is provided by an assoeiation of hards 
known as the Skindancers. Tbe Holy Triad doesn't interact 
w'i I h the c itize ns oi hcu111 ecove; they a 11 o\v t he ci t i /e ns io 
live their lives as they see fit. A small percenrage ol (he 
taxes they extract are returned to the city In the (orm oi an 
arena, a massive public execution square, ami upkeep on 
the docks—just enougli to keep their citizens loyak 

Physically, Scuttlecove is a diseased, filthy pit ol salty 



/ vv 



f to make it an depression. The streets are often muddy and choked with 
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rubble* Mere and rbere, the odd corpse yet to be claimed by 
a starving pirate for soup base bakes in the sun. The build¬ 
ings are almost all one-story wooden affairs, with rickety 
vvallsj sagging roofs, and doorways consisting of strips of 
dried seaweed or c’heap burlap. I liose few buildings that 
can be construed as permanent are always the homes of 



po we r r u 11 n u i v i tu i a i s. 

After the citizenry itself, Ore and disease are the greatest 
t e r to rs k ncwv n t o t h e c i t i ze ns o f S c u 111 e c o ve. A f i re i s m a re 


or less the only thing that can rally the low lives of the city 
into anything resembling teamwork, since the bitildings 
are so closely packed that an uncontrolled lire could do 
incredible damage. Disease is another matter; fully half the 
citizens o( Scufilecove are afflicted with some sort ol con¬ 


tagious disease^ a natural result of cramming so many 
people together in a small place with no one capable of 
keeping outbreaks in check.The Skindancers charge exor- 
btiani prices to remove diseases, so only the most prosper^ 
o ti s c a n a ffo rd i o s t a y w elk 



A visitor to this foul city must make a Fortitude saving 


throw every day to avoid contracting a disease. The most 
common disease in Scuttlecove is filth fever, which is 


spread through flea bites. Other diseases might afflict party 
members, including cackle fever, mindfire, red ache, and 



(in particular festering anger, misery’s passage, and 
vile rigidity) also pop up from time to time. 

In addition, each visitor to Scuttlecove needs to make an 
Intimidate check (DC l S) daily to avoid attracting unwanted 
attention. Failure indicates the party is marked by a number 
of thugs equal to 2 -i- the number of failed Intimidate checks 
in the group/I hese thugs stalk the victims, striking when 
the advantage presents itself Use the following stats to rep- 
resent the standard Scuttlecove thug wdio might be brave 


enough to attack visitors of the parry’s obvious skill. 

4^ Scuttlecove Thug, Human Ftri/Rog^: CR 6; 
Medium-size Humanoid; HD id 10+2 plus Sdfi+ttl; hp 
Init +2; Spd 30 ft.; AC 18, touch 12^ flat-looted lf>; Atk +8 
melee (ld8 + 2/crii 10-20, mastcrwork longsword) or +8 
ranged (ld8+2/crit X3, ma.sterw^ork mighty composite long¬ 
bow 1+2 Str] w'ith masterw'ork arrows); SA sneak attack 


+ 3d6; SQ evasion, uncanny dodge (Dex bonus to AC); AL 
Nh; SV Fort +7, Ref +6, Will +0; Str 14, Dex 15, Con 14, Int 


I 2, Wls 8, Cha 10. 

Skilfs: Bluff +5, Climb +11, Gather Information +5, Hide 
+7, Intimidate +.5, Jump +11, Move Silently +7, Prolession 
(sailor) +4, Swim +21, Use Rope +7, leafs: Gireai Fortitude, 
Point Blank Shot, Precise Shot/Foughness, Weapon Foctis 
(longs w'ord). 

+1 ^luddcd leather anrmr, + J huridcp +! Irngsufard, 
mastcrwork mighty longbow [+2 Str| wuth 20 master work 
arrowy's. 



SCUTTLECOVE 


Upon arriving in Scuttlecove, the parry likely tries to learn all 
they can via Gather Information checks. The following table 
provides a guideline to the t)'pes of information that can be 
discovered with Gather Information checksi each target IX" 
lists three different pieces of information that might or might 
not assist the party. Each Gather Information check repre¬ 
sents the restdts of approximately 4 hotirs of wwk; 


Check Result 
DC ! 0 


DC IS 


DC 25 


DC 3t) 


DC 35+ 


Information Learned 

• Scunlecove is ruled by cannibal 
priests called the Holy Trinity, 

• The monks of Dire Hunger have 
retreated info their monasterv. 

• f he Violated Ogre is the best place 
to get drunk in town, 

•The rulers of the city are not really 
priests, but something worse, 

■The rulers of the city have not been 
seen in several w^eeks. 

■ Porphyry 1 louse is gearing up (or a 
big, invitation-only orgy soon. 

•The drug trade in town is 
controlled by a w izard named 
Kedward Bone. 

• The rulers of the city are divine 
spelloasters w'ho despise the gods. 
•The Rusty Shunt is the safest place 
in town for visitors to stav. 

H 

■ A mystcriotis, beautiful, raven- 
winged w'oman has been seen in 
tow'n. 

•The Skindancers perform black 
market sexual favors. 

■The mysterious niven-vvinged 
woman is named Tyialandi, 

■ A strange new drug is being 
brew'ed by someone in Porphyry 
House. 



The following encounter areas in the city ol Scuttlecove are 
only briefly described. The focus of this adventure is, after 
all. Porphyry House and the horrors it hides. 


I. SCUTTLECOVE DOCKS 

These docks represent the jifchlood of rhe city; without reg¬ 
ular arrivals of pirate ships filled with booty the entire city 
would quickly collapse on itself and wither away. The Holy 
'Triad understands this and keeps the docks in fairly good 
condition. It allows any pirate ship to dock for free, as long 
as there is open space. The docks are clogged with ships, 
with additional ships moored further out in the harbor* 
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The waters of the cove itself are quite treacherous and 
filled with numerous jagged reeb. In taci^ the city earned its 
name due to the large number of scuttled ships that still rot 
in the cove. These ships have been left To provide cover 
against any large invasion; a single ship can pass through the 
maze of wrecks and reefs with relative ease if it has the 
proper charts, bur a large fleet would nev^er make it in time 
to pose a threat to the city. 


2, THE WATERFRONT 

The Scutrlecove wateriront is the place to go 1 1 you're look¬ 
ing for something that cant be bought in more civilized 
areas. Slaves, stolen merchandise and magic, poisonSt and 
rare magical components can all be tound here, subject ro 
Scuttlecoves 15,000-gp ceiling. The most popular ware in 
the waterfront has always been drugs, though; fully a third 
ol the merchants in the region are drug pushers, and all ot 


them who want to survive more than a w^'ek send 50/b ot 


their profits to Kedward Bone. 


One curiotis note is the complete absence of anything 
resembling prostitutes in the region. I his is due simply to 
the tact that Wulveras actions have discouraged any public 
prostitution that isn't sanctioned by Porphyry House. Don't 
point this out to the party, since it's a tairly major clue, but if 
they ask on their own don't hide the clue trom such a per- 
c e p t ive c h a rac t ei s. 


3. CITY WALLS 


The city wails surrounding Scuttlecove were erected by the 
Holy Triad ages ago, and they haven’t been kept in good 
repair. Ruilt of logs harvested from the surrounding jungle, 
the wooden wall averages 20 feet high.The wall is rotting 
and in several places has collap.sed entirely, but the citizens 
of Scutrlecove have little worry for their degrading walls. 


4. THE SLUMS 

A more depressing place would be hard to find,The slums ol 
Scuttlecove consist of a tangled mess of temporary build¬ 
ings made of wood, straw, mud, and even excrement or 
garbage, all heaped against the eastern wall on the far side of 
the Noyaro Kiver. The river itself is tairly deep—nearly 30 
feet in places—and as such it provides an excellent natural 
barrier to separate the lowest of the low. The vagabonds, 
rogues, and hopeless who live here are mostly harmless and 
spend much of their time hiding in their crude homes. This 
is where pirates go ro die when they can't a fiord to be killed 
in a barroom brawl 


5. THE VIOLATED OGRE 

This large, two-story building is made of blocks of stone and 
painted red. The Violated Ogre is a fairly large tavern and inn 
that caters mostly to visiting adventurers. The place gels its 
name from its most popular form of entertainment: a 
wretched ogre mage long ago rendered helpless by a robr of 
potveWessness, The ogre mage is mounted on display on a .small 
stage in the center of the main room, and guests are welcome 
to practice whatever demented surgery they wish upon it. 
The ogre mage's regeneration keeps it from dying; it's been 
an atiractton here for nearly ten years and has long since 
been driven hopelessly insane by its ordeal The creature is 
now a raving masochist that takes disturbing pleasure in the 
ministrations of the tavern’s drtmken amateur surgeons. 

The tavern is owned and run by a retired adventurer by 
the nameofrolun Kiel (male human hir7l 


6. SCUTTLECOVE ARENA 

One of the few structures in Scuttlecove constructed and 


maintained by the Holy TruKk this modest open air arena is 
a popular diversion for the people of the city. 


7. KEDWARD BONE’S TOWER 

Apart from Wulvera and the ur-prtests ol: the Holy Uriail, Ked- 
ward Bone is the most powerful and dangerous inhabitant ol 
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Sct-iftlecove. I les lived in town since its toiinding und long 
ago realized that, given the direcnon the city was looking to 
grow, tite drug trade in towu^ w'ould be the healthiest and 
most profitable oi them alL At lev all, who needs to escape real¬ 
ity more than a dow'n-on-his-lLick, depressed pirate? 

Kedward quickly managed to take control of all the in a for 
intlovv of various drugs, and since then has managed to con¬ 
trol the trade with astonishing ease. Almost all of the actual 
dealing is performed by his numerous minions down in the 
Watcrfroni. These drug dealers are allowed to keep halt the 
money they make; (he other hall is paid directly to Kedward. 
In return, he provides protection for the drug dealers as 
needed, and even helps provide new'customers by wandering 
the streets of Scuttlecove and casting addict am on passers-by 




stone tower is corni 




well-warded, we 11 -protected floors.d'he first tloor consists ol 
one large room used to entertain guests and interview 
future business partners. It is here thai he arranges to meet 
with the party not long after they arrive in towm. 





ing to behold; his face is a terrible mess of bonespurs lormed 
long ago by a rare disease. Although he can at ford to have 
the bonespurs cured, Kedward lets them be since they help 
make his image more menacing. Although be is tar from 
pleasant to talk to (he is both incredibly vain and clironically 
condescending to anyone but his familiar) or look at, he is a 
sbrewed businessman who has earned bis place of power in 
Sciittlecove without having to kill a single person. He is 
rarely seen w'ithout a double-bladed magic scythe of his own 
design, a double w'eapon that requires an Hxotic Weapon 
proficiency to wield properly. Unlike most wizards, he does 
no( shy aw'ay from melee combat, 

Kedward does not use drugs himself, a-S he is a student of 
all things diabolical and doesn't w^ant to cloud his judgment 
w'hen dealing with dangerous entities of the underworld. 
His studies of the infernal realms have rewarded him with an 


imp familiar. Disturbingly, Kedward has taken the notion of 
a “familiar' quite literally; he and the imp Marylda are quite 
tond of each other and spend much of their free time alone 
exploring each others capacity for perversion and lust, 

Kedward is a 5 th-lcvel Diabolist; a prestige class that 
focuses on the study of devils that is fully detailed in the 
af Darkness. 

^ Kedward Bone, Male human Ftri/Wiz 6 /Dia- 
bolist5: CR 12; Medium-size Humanoid; HD id ID pi us 
1 ld4; hp 33; I nit +1; Spd 30 ft.; AC Ur, touch 12, flat-footed 
] S; Atk -I-3/+0 melee (2d4+3 plus ld6 fire/critx4, -i-I flunuTig 
JoiiMr-Miided sqlIttO +5 melee (2d4+2 plus ide cold/crit 
x4, +J fre.d ifoiiHr-ldiiifed sryfhr); SA spells, diabolism r2d6; 
AL LE; SV Fort Ref-^4, Will -UO; Str 14, Dex 13, Con 10, 
lni20, Wis 12,Cha 5. 

SJfdls; Alchemy Bluff -h 6, Craft (weaponsmith) +5, 
Intimidate -r 6 . Know'ledge (local) -tl 2 . Knowledge (the 
planes) +15, Sci”y -i-l. 1 , Spelicrall -t-14. UaLe Alertness (when 


.M a t y I da i s w i t h in re ac h), A tn b i d e x t e ri l y, t A'j rn i p t S p e 1U v i 1 e 
feat). Craft Magic Arms and Armor, Craft Wondrous liem, 
Exotic Weapon Proficiency (double-bladed scythe), hvil 
Brand (vile feat). Malign Bpe!! Focus (vile feat), Scribe 



Wizt 


l; base save DC - 


15 -r spell level): 0—hgld, Ntagc fTtUNf ray pf (rod. read fuagir; 
1st—iiMnnug harkh, cnlcirgc, grease, rJiagjr (rae dnbe, 

lUT.^riTfT .'iereaHt; 2 nd—aJdrr(a>tP\ hrfJ' 5 ; strekgJh, torriipi grease'. 



'C muror rmtigr; 3rd— ravnqif Mclfs tjnd armnC Lh^- 
pltiO’/Hn] 1, frrcha 11, grciifer mag]r iveapuu; 41li—rorrijpJ 1 jg11Jrung 


hole, ihmension door, k's.s'rrgctis, i'toucdhu; .5th—rorn/pl phouta^- 
uiai kdied, (c/rpori, ivaJI of forct','6ih—ijiSrFTlt'gniic. 

Spelibook: 0—all; I si—hiu rnrig haFTih, ouoi' fear, deierl 
scfF'd doors, CF! large. (ealtTcr fa IJ. grease, aJeutjfyH kttige arFOor, magic 
F?ijsstfe, magic uTapou, shkdJ, spider eliFuf, stupor*, longue ien- 
drjh^*, tnu’ shake, jUFseefi screarFi; 2nd—addrrttOFr'', Idar, hidlb 



sfreFigih, rafsgraa’, Jarkfolf'*, deUrs lOFigoe'*, cuarirauee, ukusi 
hddy, innlafe, Mclfsarict an'OFV, FUirror tFnage, see jni/fvihdhy, sttat- 
ter, sirruYfrug^^, u'cfj uuther hmlf*; 3rd—elamuafieFtre/elanuoy- 


ance, dispel magJC, dFsptaeeFuenl, droieFt’^', fireball, fly, gascoas/ovFTi, 
greater magrr toe ago ft, haste, fFgfitFFirig btdJ. looe's pa f ft'*, sjigges^ 
tfon; 4th—dFFF'ieusFon door, diiTiensiOFFaJ aiFehoF', Fee sforuj. lesser 
geas, liquid par ft*, plFantasmaf kFffer, ser>'iiig, stOiie.shrFi, ivraek'*; 
5th—rone of eoM, disfiitssal, fnrbiddeiF speee/i'* slop iTearf* lele- 
po!d, tva 11 of fiTree; 6th- ■ di.s f u fegJ' o. fe, legeiid 1 ore, p 1 a na>■ bmdi ?1 g. 

^d hese are evil spells; the save DC tor these spells is 17 -r 
spell level due to Kedw^ard's Malign Spell Focus feat. 

Note: It youVe not using the Boob of Vile Darkness, feel free 
to substitute spells from other products lor the spelts 
marked w'ith an asterisk. 

Diabolism: Once per day, Kedward can gram one ot his 
spells greater magical power. This spell must he one that 
affects a target or area (one that does not include himself); it 
deals an additional -r 2 d 6 points of unholy damage to any 
target of good alignment. 

Possessions: +J /lamFFig/+J /ro5[ doithle-Madcd scyllic, ring of 
prokrrtiOTi +1, ivaFid of ntage armor (19 charges), ivaFicf of fFiia.o- 
fnlily (21 charges), ivatid of ha^tc (22 charges), tvand of disprl 
magir (IS charges), ivand lf/ diFcId (2S charges’), lu’adbafid o| 
FFFltdltTt -r2, dippers of spairr ffFUihFFig, In addition, Kedevards 
tow^er holds an assortment of various drugs lotaling I 5,DUO 




i:il jiiiriL. 


gp in v; 

^ Matylda, Female Imp Familiar: Small i^Rhsider 
(lawful, evil); HD 3dS: hp 16; Inii -r3; Spd 20 ft., lly 50 It, 
(perfect); AC 21 (touch 15, tlat-footed 18); Aik - 1-8 
and poisoih sting); SA poison, spell-like abilities; SQ 
improved evasion, share spell.s, em pat hie link, can deliver 

s for Kedward, damage re 
poison immunity, fire resistance 2D, see in datkness, poly¬ 
morph, regeneration 2 ; AL LE; SV Fort +3, Ref + 6 , W'ill +4; 
Str 10 , Dex 17,Con ID. Int 10 , Wis l 2 ,Cha ID. 




SR 5, 


SbdJs: Hide -rl5, Listen -r.S, Move Silently +5^ Search +5. 
rraft +5, Spot +5. JVa(?:: 
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8. PARTS IS PARTS 


I jiis grim towur is buih eiviiroly ot bones. The sqiun, two- 
.story structure is owned by tin enterprising necromancer by 
the name of Rhemus Caldakai (male gnome NeclOj, a one 


rime iid veil luring companion o\ KedwarJ Bone who now 
makes a living selling body parts. Me is currently on I he 
mainland, restocking his supply ol halfling baby tat. Mis 
tower is locked up light and warded with several necroman¬ 
tic traps and undead guardians. 



9. 

'I'bis square tower of ivory is easily the tallest structure in 
.Scuttlecove, with the exception of the Palace/len stories highj 

em selves 









a mg nouses an 
ykindancers alter an erotic form ot nude dancing coupled 
with stylistically torturing wilting guests with needles and 
scalpels; Now that Porphyi 
sex trade, the bards ot the aci 
time focusing on the art ot performance torture 
bring in a respectable income by hiring out rbeir services as 
healers ol wounds and diseases. They are willing to offer their 
services to anyone who can pay. Performance torture can cost 
anywhere between 50 to .500 gp per 1-hour session [more if 
curative magic is requested), and healing spells can be had at 
the bargain price of SOOl^u normal cost. 

dlie academy is run by an attractive woman whose body is 
an intricate network of tine scars; her name is Bei yoil 
Whistlecut (female hallling Brdli). Although she might 


seem 



in 



"asLire is an 





Apart from the docks and arena, the Plaza of 1 langing Ruin is 
the only structure in Scuttlecove built and maintained by the 
I loly Triad, This lenifying structure consists ol metal and 
wood beams arranged in a series of concentric squares. Vic- 
lims are hung from this frame on hooks and spiked chains. 

Por the low price of 100 gp, anyone can pay to have some¬ 
one mounted on the Plaza of Hanging Ruin* No questions 
asked, .^side from the random tax collections, this is the 
greatest money-maker tor the Holy Triad. Executions per- 
(oi nied on the Plaza should be treated as crucifixions (see 
the Book ef ncirknc.^s for details). 



i bis large structure of green stone is owned and run by an 
industrious hall-ore named Eralakni (female half-ore Exp8). 
rhe building is a sort ot miniauire marketplace with private 
booths [hat can be rented out to merchants tor rhe fairly 
high price ot 20 gp a day. 




Phis grim structure is buili of basalt and 



strips of iron. Phis ominous building is the stronghold of the 
Order of Hire Hunger, a cabal ol monks tliat long ago 


stumbled upon a method to make physical their base si emo¬ 
tions and separate them from their minds. The Monks ol Dire 
Hunger w'ere once human but are now twisted, monstrous 
parodies of the human frame. Their strongest Lxdiel is that 
true transcendence from the physical to the spiriuial can be 






reacneu only ny consuming notmng Dui ones own species, 
Today, the Monks of Dire I lunger serve the Eloly Triad as 
enlorcerSt lax collectors, and general, all-purpose thugs. 

are 102 Monks of Dire Hunger in Scuttlecove, and at 
anv one time at least two thirds of them reside in their 
fortress. When iheir masters, the iir-priests, retreated into 
their own palace, tlte moitks followed suit and went into 

in 






Phe Rusty Shunt is a fairlv well-built, two-story wooden 

j f 

tavern and inn, and perhaps the safest place to rest and relax 
in Scuttlecove/I Iris Inn is owned and run by a portly man 
named Lars Landicasier (male human RgrKi^ a retired 
bounty hunter who has a sirict code against harming paying 
customers. His prices are triple standard, but it might be 
well worth the price for a safe place to rest. 


H* PORPHYRY HOUSE 





ing is the source of me trouDles attiicti 
cov^e. It is detailed in lull later in the adventure 







15. 

'J’h i s e n o r m Q US w^Q 1 le d c o m pie X i s a m y s t e ry I o : 
cove’s citizens. Visitors are not allcnved to enter. 

The main structure is a vast palace built years ago by slaves 
of the Holy ITiad.These slaves have since vanished, anti it is 
unknown as to what lurks within the building's walls apart 
hom the three uopriests/Phe ur-priests have all but walled 
themselves oil from Scuttlecove and aren’t even aware ol the 
troubles in town. They are engaged in a son ot spirit quest, 
searching for the location of an ancient artifact known as the 
SJkiditr PtJeJ that allows them to transcend the mortal limits ol 
power and skill. (The Shadar Pool was described in 'The 
Razing of Redshore’' in Dont.lon #92.) Each of tlu^ ur-priests 
is a 20th-level character (Aril2/Ur-priesiy). 



"fhe following five events should occur in the tollowung 
order. Apart from the order in which they occur, the liming 




events is leit to you to stage. 


EVENT 1: THE SORRY CASE OF AARON 
ISLARAN 

The Monks of Eh re Eiunger are not the only people who 
notice the arrival ol outsiders, A poor, drug-addicted wretch 
by the name of Aaron Islaran notices rhe party' before long, as 
widL Aaron was once a fairly SLiccesslul aristocrat from a 
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coasuil city on the niuinlaiul. HecMmc to Scutticcove incnihs 
ago, trjcldng liis missing sisicr Alyssa liere. ! le boIioveJ ihai 
slae was kidnapped by pirates atx[ broiEght here to be sold as 
a sex slave or worse. LIpoti arriving in town, he quickly found 
li E nise 11 L>ve r wlie I in ed, OJi e I be I ess, h e bega n his in ve s I i ga ■ 
t ions, and be lore tong he made an awiul discovery PI is sister 
had not been kikinapped', raiherj she had run away from 
home to join tire ranks oi the Skin dancers after hearing 
about tbe exotic and tempting organisation Jrom a sailor 
friend. Unfortunaiely. not long after she joiried the Skin- 
dancers, she was assaulted by a lustful dntg in a dark alley. 
Alyssa killed her attacker, but the next ntglil his friends 
tracked lier down and dragged her to the klaza of Hanging 
Ruin, where they paid a Monk ol Dire Hunger to string her 
up. Aaron tound her body hanging from the plaza a day later 

He lias since sunk into a pit of depressionf vowing 
vengeance on those responsible for her death. Unfortu¬ 
nately, he has no idea who these thugs might be. He quickly 
became addicted to sannish, and not long alter, he met Ked- 
ward Bone. He told Red ward his story, and he must have 
impressed the wizard becaiEse Kedward promised to help 
him track down his sister's killers if Aaron would help Ked- 
waid by keeping an eye out lor any other visitors Irom tbe 
mainland, e.s pec tally those who look strong and well 
equipped. If Aaron finds such a group, he is to follow them, 
find out what they're doing in Scurtlecove, and determine 
if they seem to be as skilled and competent as they look, if 
the individual or group checks out, Aaron has been told to 
approach them and invite them to speak with Kedward at 
liis tower/ib further cement his deal with flie addict, Ked¬ 
ward supplies Aaron with all the sannish he can take and 
still perform this duty. 

Of course, Kedward has no plans of ftt!filling his promise 
to Aaron. He employs dozens ol other people who watch the 
streets tor recruits, but Aaron is easily his most eager-to- 
please minion. Once he spots the party, Aaron follows them 
around for some time, trying to judge their strengths and 
work up enough courage to approach them. Chances are he 
is spotted before he can do so; each day that passes after their 
lirst in town, every party member can attempt a .Spot check 
(DC 20) to recognize that they re being followed. 

If he is confronted, Aaron panics and breaks down in 
tears. He tells his whole story to anyone who listens, and 
then begs the newcomers to come speak to his Iriend in the 
red rower. He describes Ke d ward in gIowing i erms as an 
upright citizen in a town of dregs and despair. Characters 
who make an Alchemy check (DC IS) notice the tell-tale 



mi 



re: 



at 


Aaron is in worse shape than he looks. 

Helping Aaron track down and kill the thugs who killed 
Alyssa earns his everlasting friendship, but derails 



operation are not presented here* If the party manages to get 
him back to the mainland and off the sannish, they ha 
earned a burly powerful ally in liigh society. 


ve 




Ad-Hoc XB Award: If the parry manages to rescue Aaron, 

experience as if they had defeated him in combat. 

^ Aaron Islaran, Male Human Ari lo: CR 9; Medium- 
size Humanoid; HD IOd8-i-IO; hp 55; Init +1; Spd 30 ft.; AC 
I 1, touch M, llai-footed It); Atk ■r7A2 melee (id3 subdual, 
unarmed strike); SQ sannish addiction; AL LN; SV Fort -h 6, 
lief -t4, Will -h4; Str 10, Dex 13, Con 12, Int 14, Wis S (cur¬ 
rently 5), Cha 17. 

A 

5kjlf.c Diplomacy 4-Ifi, Handle Animal -tt6, Knowledge 



Ride + I 4. Feats: Great 



jiiirv anu rovairv) +1 5, 
, Leadership, Mounted 






I’ocus (rapierl. 

Sannish Addiction: Aaron is under tbe influence of san- 



more or less liovering at a score of 5 as a result, since each 
time he takes the drug he sutlens a point of Wisdom ;lamage. 
Kedward is careful to keep Aaron stocked with only enough 


sannisli to keep him from knocking himself out with the 
drug. A dose ol sannish persists for ld4 hours and causes 
euphoria. Initiative checks suffer a -2 penalty and the user 
is immune to pa in-induced penalties. 
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Pu.sscsiirujii; 3 tiost'S ol sannish, stinking ;md soiled clcLhes. 
Ajron hits sold all his other equipment to buy tood, water, 
and more sannish. 


EVENT 2: VISIT WITH KEDWARD BONE 

This event most likely occirrs after Aaron brings the party to 
meet Kedward Bone; it takes place on the ground floor of his 
tower (encounter area 7 ). ll can occur at any that Kedward 
wishes, as long as he doesn't have to leave his tower, If the 
party never encounters Aaron, the wizard eventually hears 
of their presence in the city and sends Matylda out to invite 
them for a talk it's also possible that the parry is referred to 
Kedward by informants in the city or by Divination magic; 
he Is, after all, probably the most knowledgeable person in 
the city when it comes to local events. 

Kedward has invested too much time \n his drug dealing 
business to sit idly by as a profitable new drug is introduced 
by an unknown competitor. He wants the tiiilow of this 
drug in town to stop, no matter what the price. He's even 
willing to go so far as to ally with non-evil adventurers, nor¬ 
mally his most despised breed of creature. Throughout his 
interactions with the party, he wears an expression of thinly 
veiled disgust at being forced to interact in a non-destruc¬ 
tive manner with stEch beings, 

Kedward has done a fair amount of research into what's 


going on in town, and he knows everything there is to be 
found with Gather Information checks, save forTyralaiidi's 
name. His theory is that Porphyry House is getting ready to 
do to the drug trade what they've already done to the prosti¬ 
tution trade: namely, eliminate the compel it Eon while intro¬ 
ducing a superior product to the market* 

His proposal to the group is that they investigate the Por¬ 
phyry House, find our who is mamdacturing demon's breath 
there, wdrat their plans are, and make sure that the plans 
cease. If they can secure a sample of the drug for him as well, 
he’s willing to pay handsomely for it. if key players in the 
Porphyry House end up dead, Kedw'ard W'ould not mind in 
the slightest. He's never had much of an Interest in the 
brothel, since they can't scratch his itch the way Matylda can. 

In any case, Kedward doesn't want to risk his or Maty Ida's 
life in open conflict vvith Porphyry House, More importantly. 


he doesn't want to leave his tower unguarded in these (rou- 
bied times. If the party agrees to this task he helps tliem in 
whatever way he can; casting spells at no charge, allowing 
the group to sleep in his tower (ground llooronlv'— 
uncomfonable but relatively sale), and possibly ev-en teach¬ 
ing wizard PCs .some new spells. He throws in some tree 
samples from his drug stores as well if he thinks that helps 
placate the PCs. You can assume he has about .S,DOO gp ot 
each ol the loll owing drugs available in his tower to hand 
our: baccaran, devil weed, mushroom powder, redllower 
leaves, rhul, sannisH, and vodare* It hard pressed, he might 
even consent to the loan ol a few^ ol his magic items, 
althc5ugh he never gives up liis magic double-biaded scythe. 


EVENT 3: THE ENEMY 
OF YOUR ENEMY 


Eventually, Tyralandi becomes aware of the characters and 
realizes that she might be able to use them to lurther her 
agendas. It's up to you when and where she contacts the 
group, but it should occur before the PCs make their first 
major foray into Porphyry House, Of course, the party mem¬ 
bers might make the decision for you by learning her name 


and tracking her down. 

During rbe day, Tyralandi retreats to the surrounding 
wilderness to rest; she always chooses a di Here nr location to 
prevent her enemies irom ambtisliing her. When she 
decides to contact the party, she approaches cautiously and 


warilv. She makes it clear that shetl rather talk tIra 11 light, 
but she is accompanied nonetheless by six rhanui'd Scuttle- 


cove Thugs she's gathered together for protection, 11 the 
party attacks, she activates her blinding beauty and Hees, 
leaving her Hriiruib’d thugs to fight the group before she 
attempts peaceful contact again the next day with a new 
batch of six thugs, if the party rebuffs her again, she attacks, 
enraged and insulted. 

If Tyralandi is able to make peacelul contact, the parry can 
learn an awful lot from her. She explains that she warns the 


party’s aid in tracking down and killing a cult of Uemogor’' 
gon worshipers. She tells them that the cult is quite large 
and powerful. She proposes a short term truce; she knows 
that the Demogorgon cultists are up to no good and her 


NEW EXOTIC WEAPON 

Double^bladed Scythe: A double-bladed scythe is a double 
weapon, 'n'ou can frght with it as if fighting with two 
weapons, but if you do, you incur ail the normal attack 
penalties associated with fighting with two weapons as if 
you were using a one-handed weapon and a light weapon 
(see Attacking with Two Weapons on page 124 of the 
Pfayer*s Handbook). A creature using a double weapon in 
one hand, such as an ogre using a double-bladed scythe, 
can't use it as a double weapon. 

A double-bladed scythe deals 2d4 points of damage with 


each blade, and has a x4 critical hit multiplier. It weighs 20 
pounds, costs 200 gp to manufacture, and its blades deal 
both piercing and slashing damage. 

The blades of a double-bladed scythe face in opposite 
directions off the weapon's haft, making it look tike an exag¬ 
gerated ''S” when viewed from the side. Heavy and cum¬ 
bersome, learning to use the weapon is difficult. Those who 
try to learn to fight with a double-bladed scythe without 
proper instruction from someone already familiar with the 
weapon can often be spotted due to the lack of fingers, 
toes, or bigger limbs. 
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chiinces ol dete^jling them improve greatly il she allies wiih 
rl^e adventurers, is willing to split rreasure into equal 
shares as long as the Demogorgon ciihists are pui down. 

lyralandi knows three things ior sure about the 
i Viriogorgon cultists: 

' I hey are based in Porphyry House and use the brothel as 
a source of income to finance their cult. 


■rhey are led by a powerful seivant of Demogorgon nanieii 
Wulvera \\dro rarely leaves Porphyry Ptc>iEse. 

* Wulvera is preparing a major sacrifice to 
Tyralandi is unsure what the nature or purpose of this sacri¬ 
fice is, aside from the fact that Gra^'zi will he unhappy if it is 



ccess 



Even if the party refuses to join her/Eyralaiidi volunteers 
this information ^is a token of good will” before departing, 
hoping that the party takes it upon themselves to take our 
the ctilu 


f Tyralandi, Female Half-fieiid/HaEf-nymph 
Rgri/Thrall of Craz'zt 4 : CR 13; Medium-size Outsider 
(chaos, evil); H U 7d6-Hl4plus ldiu+2;hp 46; Init +4; Spd 30 
ft., swim 20 fu, fly 30 ft. (average); AC 24, totich 17, flat- 
footed 20; Atk +IJ/-I-6 melee (idfi + 2/crit 1.5-20, +J keen 
rapter) and +5 melee (ld6, claw) and -^2 melee (ld4, bite); SA 
bliridi.ng beauty (DC 23), unearthly beauty (DC 23), spell¬ 
like abilities, spells as a yth-level druid, charm, spell 
betrayal +2d6, summon demon, two-weapon fighting abil¬ 
ity, favored enemy (dwarves); SQdarkvision 60 ft., imniiine 
to poison, acid resistance 20, cold resistance 20, electricity 
resistance 20, fire resistance 20, dark charisma -f-2; AL C.E; 
SV Fort -r6, Ref+8, Will +14; Sir 12, Dex t8, Con 15, Int 20, 
W'is 24, Cha 28. 

SkrIJs: Bluff +20, Concentration +13, Craft (painting) +11, 
Diplomacy +17, Escape Artist +10^ Heal +13, Knowledge 
(arcana) +16, Knowledge (religion) +16, Perform (dance. 













limericks, melody) +12^ Sense Molive +12, Use Magic- 
Device+15. Jeafs:Tattoo Magic'k Experiise, i hrall to Demon 
(Craz'zi) (vile teat), Track, Violate Spell (vile feat). Weapon 
finesse (rapier). 



VILE ITEMS 

Several items used in ‘ Porphyry House Horror” appear in 
the Book ofViie Darkmss. These items are reprinted here for 
your convenience. 

Flesh Ring of Scorn: When this ring is pierced into the 
flesh of an evil outsider, it allows the outsider to automati¬ 
cally confirm critical threats made against nonoutsiders. 

Caster Leve/: 1st; Prerequisites: Craft Wondrous item, cor¬ 
rupt weaporj; Market Price: 8,000 gp. 

Master Ring: The wearer of this iron ring, emblazoned 
with the symbol of a brooding falcon, can deal 3d6 points 
of damage per round as a free action to anyone wearing a 
s/ove ring keyed to it. Furthermore, the wearer can send and 
receive messages with anyone wearing a slave ring (as if 
using a sending spell) three times per day. Typically, a mas¬ 
ter ring has ten stave rings keyed to it. 

Coster Level: 7th; Prerequisites: Forge Ring, shrlvelmg^ send¬ 
ing; Market Pnee: 40,600 gp (does not include slave rings; 
see below). 


Ring of Weeping: This dull gray ring allows the wearer to 
bestow weeping, crippling sadness by touch. A humanoid 
touched by the wearer of a ring of weeping rnust succeed at 
a Will save {DC 11) or be incapacitated and helpless for I 
round, then suffering a -3 morale penalty on all attack rolls, 
saving throws, ability checks, and skill checks, for 5 rounds. 
However, each time the ring affects a creature, the wearer 
suffers a —1 morale penalty on all attack rolls, saving 
throws, ability checks, and skill checks for 5 rounds. 

Caster Levet: 5th; Prerequisites: Forge Ring, sorrow; Market 
Price: 3,000 gp. 

Slave Ring: This iron ring, once worn, cannot be removed 
except by the wearer of the master ring keyed to It. The wear¬ 
er is subject to horrible, flesh-disrupting damage by the 
wearer of the master ring, and she can also send and receive 
messages from him. 

Caster Level: 7th; Prerequisites: Forge Ring; Market Price: 
500 gp. 
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'■■'rattoo Magic originally appcaretl in tho Fokooi iun 
KLALM^ product LurJ.wif DurJ^'rirs^, It is renrinicd w 



teats from the Ikiulc uf Vdi’ [>Lni'NL's> In (he 'A^ile Feats'' side- 

bar. 

Charm (Sp): TyralanJi can produce an ettect identical to 
that of a dianjr persarf spell at wilL Caster level 4th; save DC 
20 ), 

Dark Charisma +2 (Ex): Tyralandi adds a +2 enhance¬ 
ment bont]s to her Charisma score when making Animal 
Empathy, HUifl, Diplomacy, Gather Iniormaiion, 1 -landle 
A ja nil a I a n d Pe rib fine he c ]< s. 

Spell-Like Abilities: ;^/day^ perstxp intia; 

1/day—idiispheniy, ainlaginn, deaTmir, linnrjHiiiN dear, i^frhid- 
Jeie, HFiliob^HjghE Caster level 10th; save DC - [6 + spell level 

Spell Betrayal (Su): When casting a danaage-dealing 
spell at a target or targets denied theii Dexterity bomis lo 
AC, Tyraiandi can deal an additional -r2d6 points of 
damage. 

Summon Minor Demon (Sp): Tyraiandi can summon a 
^-HD or less demon once per day.Tbis ability functions as a 
SEmjFHon ntpuslcr spell cast by a l>lh-level caster. 

Druid Spells Prepared (6/6/6/5/3/2, base save DC = 17 
+ spell level): 0—drlcrf frragFf, jlaiv, giudiiiffc, fnrudmg, juv- 
serw nsrd miigFr; [st—Citrr lighl iHnifndsX2, rniangk, 

^rragtf fang; efnrurrng sender hjtFTiP; 2nd—indls 


markekl with an asterisk. 

Posh'ssiojjs; +2 gkiFijrred Fjrjfhn! In'riEdplde, 1 l IrcFF nTiiren 

I A 






FTFjg (if u'fsdoFii +4 (as |irrj(tfij ef 11 

bnircrs of fffc Ftht.soriijd. jutMol'i' oj pniyrr Iffiids (^Ftnlmg). ffLisIr 

rFFFg idbrofJ!, fuFFgs iif (hc I'cmTpjTi' krFig fiJifoo. fJFrr hglii lOiiirFui^ 
Jaifiio X2, l('s>i’F' FVskmTfj(ij] fuifot], rmv FFrodmiir lootJuds (o(Jol? 
(caster level 9th), 

lyralandf s mother was raped and lelt (or dead by an 
incubus nearly UK4 years ago. Her mother recovered (rom 
[he assault, onlv to die in childbirth when lyralandi clawe 


her wav out of the womb. Even as an tnlant,’I'vrahnnli 

!< ' 

proved to be more [ban capable ol proviiling tor herself. As 
site grew older, she cjihckiy found that her abilities were lar 
more potent than the other denizens ol the pastoral forest 
she lived in, so she wasted no lime twi.sting those deni/ens 
and the forest itself to her will. .Mder several decades, she 
grew bored with her empire and abandoned it to roi In 
search of some 



new. 


She foLI JYd Craz’/ 1. I m pressed wi t It her beau ty a nd cr 1 tell y, 
Cd raz'/ [ o 1 i ered he r po^^'er a ikI lI e m o n i c gra c e if she u 1 d 

simpiv coil sent to become one oi his Thralls; lyralandi 
agreed instantly and hasn't regretteii a day L>f it. She has com¬ 
pleted numerous missions iorthe Dark i’rince, including the 
assassination of several worshipers ol l.lemogorgon/rhe cur¬ 
rent mission to destroy Porphyry Douse is [he greatest oi^e 
CFFjiitmnff. fkiFFUFFg sfikeiT, lesser resfemheFt X 2 , pWitre fliiNFc: he has entrusted her with yet, and she desperately wants to 

3 rd —cure FiFodemfr u'omids,greaier FFTagir fa /Fg, serpeFifs uf Tlieg- prove that he didn't make a mistake in making her a Thrall. 

gcniH’l sjifkr gmiidk, i/Fnltiled flam rug spfuTrj 4ih—rfdivs cf ilir 


s^u•■'l^g^^ fliiF^tc sJn'IvE’, uielafrii raff figfilFTFiTg: .Sth—potetu' Icrrlrl 
u'afi cf (hunts. 

Nofe: If vouVe not using the H(Xik uf \AJe DiukFirss, lee! tree 

4 r 

to substitute spells I’rom other products tor the spells 


Tyraiandi is a gothic, haunting beauty, wtib nearly white 
skin, shoukler-Iengih, straight black hair, raven like w ings, 
red vestigial horns on her brow, talons on her dainty linger- 
rips, and a prehensile tail lUue, red, and black tattoos ol 
area n e tui n es a n d coils of ba rbed vi n cs a d orn h e r ba c k, 



NEW MAGIC ITEM: BRACERS OF THE 
MASOCHIST 

These mithril and darkwood bracers seem innocent enough 
until the Inside surface is examined. This surface is studded 
with spikes, hooks, and razors. When adorned, they dig into 
the flesh of the wearer, causing intense pain and stunning 
the wearer for ld4 rounds after the bracers are donned. If 
the wearer is a masochist or sado-masochist, the magic of 
these bracers activates once this period ends; otherwise, 
the bracers pop open and drop ofT 

When worn by a masochist or sado-masochist, the brac¬ 
ers heighten the victim's senses for pain and pleasure, and 
use this energy to help sustain the wearer’s life. Every time 
the wearer suffers damage from a physical source, up to 2 
points of damage are instantly converted into subdual dam¬ 
age. Thus, if the wearer takes 8 points of damage from a 
sword strike, she actually takes 6 points of damage and 2 
points of subdual damage. Self-inflicted wounds are not 
affected by this power. 

In converting damage, the bracers transform the wear¬ 
er's pain into visible light, causing her wounds to glow as if 


with faerie fire (although the wearer isn't treated as if under 
the effects of a faerie f re spell). In addition, the wearer can 
use the bracers to activate one of three spell-like effects by 
inflicting self-inflicted wounds. First, the wearer can mani¬ 
fest a fight spell by inflicting 1 point of damage on herselT 
By inflicting at least b points of damage on herself, she can 
create a searing fight spell. This power can be activated up 
to three times a day. Finally, she can trigger a sunburst by 
inflicting a coup de grace (which does not have to be suc¬ 
cessful) on herself: this power can be activated once per 
day. In addition, the sunburst activates automatically if the 
wearer is killed. This swnkurst is centered on the wearer, and 
although it does not affect her, it might well affect any allies 
in range. All three of these powers fu notion at the 1 Sth level 
of effect. 

Healing magic does not mix well with these bracers. If 
the wearer receives any magical healing while wearing these 
bracers, she becomes nauseated for ld6 rounds. 

Ccjsfer Le^^ef: 15th; Prerequisites: Craft Wondrous Item, 
fight, sunbeam, sunburst, creator must be a masochist or 
sado-nnasochist; Market Price: 65,000 gp; Weight: 1 lb. 
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sjhoulJers, niidrif[. wings, iinns, legs, anJ anklus. She tends 
[o weat' liule apart h'om. her glamereJ breasiplate [whirh 
she alters lo appear as a rainbow-leathered cloak), her magic 
jewelry (inckiJing the flrdi rntg ef soTri! pierced through her 
elt nipple), her bracers, ami IrL'^r tattoos. 

Since dVralandi is a sado-masochist, she has already lost 
idjs X in% ol her total hit points to self inflicieJ wounds 
when she is encountered.Tyralandi gains a +4 circumstance 
honiEs on saving thrcnvs against pain effects, She also gains a 
■f l circumstance bonus on attack and damage rolls, skill 
check.s, and saving throws lor the next round if she ever 
inflicts or takes 13 points of damage. 



Not tncfrtding its prostitutes, Torphyry House is staffed 
entirely by yuan-ti cultists of Demogorgon, HaviiuK' is I’or- 
phyry House's down time; yuan-ti servants clean the place, 
leed the “employees," prepare for any events beiitg held (hat 
night, and rest. The I louse opens for business at sunser. At this 
lime, the place heroines crowded rather qiifckly; 
entertainment at Poiphyry House isn't cheap, hut it is popular, 
die prices help insure that vagabonds and street trash stay out. 

Walls: The walls of borphyry House, both inner and 
outer, are made ol solid porphyry 



VIL E F t ATS 

M^ny of the IMPCs in "The Porphyry House Horror” pos- 

Viie Darkness. They have 
been reprinted here and on page 83 for your convenience. 


sess feats found in the Book of 


Normal: Without this feat, a character who performs a 
sacrifice makes a normal Knowledge (religion) check nnod' 
ifled as described in Chapter 2 of the Book of Vile Darkness. 


BOOST SPELL RESISTANCE [GENERAL] 

By making a deal with an evil power, your character makes 
himself even more resistant to magic. 

Prerequisite: Any evil alignment. 

Benefit: If your character already has an innate spell 
resistance, he gains a +2 profane bonus to his existing spell 
resistance score. 


EVIL BRAND [VILE] 

Your character is physically marked forever as a servant of 
an evil power greater than herself or as a villain who does 
not care who knows that she seeks only death, destruction, 
and misery for others. The symbol is unquestionable in its 
perversity, depicting a depravity so unthinkable that all who 
see it know beyond a doubt that the bearer Is forever in the 
sway of the blackest powers. 

Benefit: Evil creatures automatically recognize the sym¬ 
bol now emblazoned upon your character as a sign of her 
utter depravity or discipleshtp to a powerful patron, 
although the specific identity of the patron is not revealed. 
She gains a +2 circumstance bonus on all Diplomacy and 
Intimidate checks made against evil creatures. 


MALIGN SPELL FOCUS [GENERAL] 

Your character’s magic spefls with the evil descriptor are 
more potent than normal due to a deal she makes with an 
evil power. 

Prerequisite: Any evil alignment. 

Benefit: Add +2 to the DC for all saving throws against 
your characters spells with the evil descriptor 


SAt RIFICIAL MASTERY [VILE] 

Your character is skilled at offering living sacrifices 
gods or fiends. 


to evil 


Prerequisite: Wis 15+, 

Benefit: Your character gains a -h 4 profane bonus on 
Knowledge (religion) checks made when performing a 
sacrifice. 


1ATTOO MAGIC [ITEM CREATION] 

You can crate tattoos that store spells. 

Prerequisite: Craft (calligraphy) or Craft (painting) skill, 
spellcaster level 3rd+* 

Benefit: You can create single-use magic tattoos. 

You can create a tattoo of any spell of 3rd level or lower 
that you know and that targets a creature or creatures. 
Creating a tattoo takes 1 hour, and It must be inked onto a 
creature with a corporeal body. When you create a tattoo, you 
set the caster level. The caster level must be sufficient to cast 
the spell in question and no higher than your own level. The 
base price of a tattoo is its spell level x its caster level x 50 
gp. To create a tattoo, you must spend 1 /25 of this base price 
in XP and use up raw materials costing half this base price. 

When you create a tattoo, you make any choices that you 
would normally make when casting the spell. The bearer of 
the tattoo Is the only one who can activate it and is always 
the target of the spell. Activating a tattoo requires the crea¬ 
ture to touch the tattoo with either hand (the hand does not 
need to be empty). Activating a tattoo is a standard action 
that does not draw an attack of opportunity. 



ponent or an XP cost also carries a commensurate cost. In 
addition to the costs derived from the base price, you must 
expend the material component or pay the XP when creat¬ 
ing the tattoo. 

Normally a magic tattoo uses a magic item space on the 
creature’s body. For example, a creature with a tattoo on 
one of its hands could not gain the benefits from a magic 
glove on that hand. Likewise, a creature with a magic tattoo 
on its back does not receive the benefits of a magic cloak, 
cape, or mantle. In effect, the magic tattoo is always the 
first item "worn’' on that part of the body, negating the 
effects of ail other items. A tattoo can be created that does 
not use a magic Item space, but the base price of such a tat¬ 
too IS double the normal value. 

A magic tattoo can be erased with an erase spell as if it were 
magic writing. Failing to erase the tattoo does not activate lt> 
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Vof’ |?Uvy^V\ 


Ground Floor 


1 square ^5 feet 



Second floor 


(jj Inner and Outer Wallsr .1 fL thick; Iiardnes^s K; hp 
540; Climb DC 25. 

Doors; Doors ;ire made almosi Linivcrsally of wood 
c a r V e d vv i {h c ro tic a n d 5 ii ggc stive scenes. I’h e d o o rs a re 
slightly thicker than normal to prevent noise from spilling 
from chamber to chamber. Every door is equipped with a 
good lock, although most chambers are left unlocked. 


in most rooms/['he yiian-ti can use these vents to move horn 
room to room with ease it they assume the form of a f iny 
viper Moving from one room to another (be upper floors 
takes 2d4 rounds. 

I’he majority of the deniiiens ol Porphyry 1 louse are yuan- 
ti piirebiouds—sixieeii of them lair in the brothel. Next in 
rank are the Porphyry House guards, oi which there are 


Ip Inner Doors: 3 in. thick; hardness 5; hp 30; Break DC eight/t hree Porphyry House madames oversee them, and 


23; Open Lock LIC 30. 

The front doors are naade of gilded iron and locked with 
an ama'/i ng lock. 

tP I'tont Doors: 8 in. thick; hardne.ss 10; hp 240; Break 
DC 28; Ope I'I Lock DC 40. 

Light: Most of the chambers are lit by softly glowing cen- 
(miiEtl fktmes cast on gilded lamps or wall sconces. 

I'he walls are decorated with hanging red and blue cur¬ 
tains, or risque paintings. Hrciic statuary stands in most 
available nooks and corners. All oi these works oi art are 
somewhat valuable; a particularly greedy party of four could 
clear out ail the statues and paintings in a little more than a 
day's w'ork, providing there is no one to stop them; the total 
collection is worth 5^000 gp and weighs alx>ut 1,000 pounds. 
Certain art objects in some rooms are mentioned specitV 
cally in the room descriptions; these treasures are not part ol 
[his total number. 

The iloors of the entire building are carpeted with deep 
soft carpet laid over a bedding of padding; walking around 
in Porphyry 1 louse is a little like walking on a very firm bed. 
Although there are no w'indows in Porphyry House, ventila¬ 
tion is maintained through a series of cleverly hidden air 
vents about an inch in diameter; these vents are at floor level 


they in turn report to Widvera/rhree yuan-ii abomination 
clerics live in the chambers near the temple, but they never 
vcniure up into file tipper floors. All of the pureblood and 

vuan-ti use their 





]se sKills 10 appear numan 
or elven. In addition, several other deadly creatures lurk in 
the far corners of the strtteture. 

obviously, a frontal assault on Porphyry Hotise is an exer¬ 
cise in stiicide. A far more productiv^e route is to infiltrate 
the House, either secretly or posing as prospective ctis- 
Kimers. Once inside, a stealthy or diplomatic party can 


explore much of the ground and upper floors with Hiue 
opposition. And once they manage lo penetrate the depths 
of Porphyry f louse, where many of the rank and file yuan-il 
fear to go, combat is likely to become less overwhelming. 
TyralanJi's assistance should help the party, shotifd they ally 
with the halt-fiend nymph. Don’t let the !X/s redy toe> heav ily 
on her aid, though; she might be unreasonably coopenaive 
for an evil outsideri but she’s not quick to volunteer her 
especially in dangerous situations. 

Unless a character is obviously good aligned, there is 
little reason for the staffof the Porphyry House ro suspeci 
anything w I: e n the part y a r ri ves. I f t h e y' v e a 1 re a d y m a d e 
clear an intention to burn the place down, the f^Cs might 
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need w make several Blull or Uisgiiise checks. Cerlainly, 
Bill!! checks are hi order d they are caiEght somewhere [hey 
iirent supposed lo be* [f the party knows thai LiemoiVs bieath 
is being manulaciured somewhere in the house, they might 
try posing as interested clients who would like to purchase 
some of the drug. Unfortunately, this tactic immediately 
alerts Wulvera that something fishy is going on. IfWidvera 
reali’/e.s that troublemaker.s are loose in the House, she 
retreats to the underground chambers and prepare.s to 
defend them, leaving the defense ot the upper floors to her 



unueriings. 

1. PORPHYRY HOUSE ENTRANCE (EL 10) 

This eleganu squarish] t%A'o-story structure is constructed 
of dark purple and mauve porphyry'. Four minarets rise 
from each of the building^s fottr corners, and a central 
dome serves as a roof The facade is decorated with sev¬ 
eral statues, bas-reliefs, and other carvings of handsome 
men and beautiful women striking lewd poses or 
engaged in various carnal activities. 

The building looms over a crowded open area filled w 
pirates, thugs, street performers, and other lowlifes, hawk¬ 
ing their illicit wares, getting in flstftghls, and otherwise 
causing trouble. None of them approaches the building 
itself too closely, which makes the surrounding slovenly 
wood shacks and weathered, one-story stone buildings 
look even more ramshackle than they actually are. A pair 
of human guards“One male, one female, both quite 
atTractive“Stand before a pair of golden doors. The 
guards are dressed in purple ceremonial full plate, which 
is both form fitting and reveals far more skin than would 



seem practical. Their helmets are porcelain while masks 
of beautiful and handsome human faces, and they wield 
halberds* The doors themselves are I S feei tall, golden, 
and detailed carvings on their faces depict a (ren/ied orgy. 


During the day, the dot)rs are kept locked with ama/ing 
ocks ( DC 40), and the two guards make sure no one messes 
with them. The doors are actually made ol stone and painted 
with gold painr* At night, the doors remain closed but are 
unlocked, ^rhe building itself is unique in that it possesses 
no w'indows or side entrances except for the from doors. 

Creatures: Anyone who approaches too closely (within 
20 leec) is accosted by one ol the gLEards^ who demands to 
know what the character's business is. They allow anyone 

i I 

seeking companionship or entertainment to pass, as long as 
the person pay an entrance lee of 10 gp per person. 

"9 Forphyry House Guard, Male and Temale Yuan-ti 
Purehlood Ftr 3 : (JK 8; Medium-sixe MonstrotES 
Humanoid; HD f->d8+l2 plus 3d 10+6; hp 62; Init +6; Spd 30 
it. (20 ft. with armor); AC 21. totEch 1 E. Hat-footed 2t); Atk 
+ 14/+9 melee (ldlO+5/crii X3, + t Iralkcrdj; SA spell-like abil¬ 
ities, psionics; Sll 16; AL CE: SV Fort +7, Ref +8, Will +9; Str 
17, Dex I4tCon 14, Int IS, Wis 16, Cha 19. 

Skdh: climb +7t Concentration +1 I, Disguise +4'y Hide 
+3 j u m p + 7,1C now I e dg e (loca I} K now 1 ed ge (I'e I i g i o n) + 4, 
Listen +14, Spot +14. IVch: Alertness, Blind-Fight, I’.lodge, 
Expertise, Improved Disarm, Improved Initiative. Thrall to 
Demon (Demogorgon) [vile feat), Weapon Focus (halherdj. 

■"Yuan-ti using chameleon power receive a H-8 circum¬ 
stance bonus to Hide checks, and yuan-fi purehloods receive 
a +'? racial bonus to Disguise checks when impersonating a 


VILh FEATS (CONTINUED) 

The remaining feats from non-core sources are reprinted 
here. 

THRALL TO DEMON [VILE] 

Your character formally supplicates himself to a demon 
prince* In return for his obedience, your character gains a 
small measure of power. 

Benefit: Once per day, while performing an evil act, your 
character may call upon your demonic patron to add a +1 
luck bonus on any one roll. 

Special: Once your character takes this feat, he may not 
take it again; he may not be the thrall of more than one 
demon. Nor may he take the Disciple of Darkness feat. 

VILE MARTIAL STRIKE [VILE] 

Your character can focus evil power into her weapon blows. 
Prerequisite: Cha 15 + , Weapon Focus. 

Benefit: Each time your character deals damage with a 
specific kind ofweapon, she deals 1 additional point of vile 
damage. Vile damage can be healed only by magic case on 
consecrated or hallowed ground* 


Special: Your character may take this feat more than 
once, selecting a different weapon each time. 

VIOLATE SPELL [MLTAMAGIC] 

Your character can transform your spells into evil spells, 
and the wounds they inflict are tainted with the fouiest evil* 
Prerequisite: Any evil alignment* 

Benefit: This feat adds the evil descriptor to a violated 
spell. Furthermore, If the spell deals damage, half of the 
damage dealt is vile damage. For example, a violated light¬ 
ning bolt cast by an Sth-level wizard deals Sd6 points of 
damage: 4d6 points of electricity damage and 4d6 points of 
vile electricity damage (but creatures immune to electricity 
take no damage). Thus, half the damage dealt by the spell 
is very difficult to heal. The violated spell uses up a spell 
slot one level higher than the spell’s actual level. 

WILLING DEI ORMnY [VILE] 

Through scarification, self-mutilation, and supplication to 
dark powers, your character intentionally mars her own body. 

Benefit: You character gains a +2 deformity bonus on 
Intimidate checks. 
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hiimiitn. Armor cI t penahv hns liI ready beeii Uiciorod in lo 
relevant skills, 

P()Sh\ssj 0 hs: 4 -j iiknift’fvJ fwN plaii'i + J liiiNn'rd, giiirnlffJs 


peurr, poucb with ^OgoUl. 

Development: H the party attacks Ibrpliyry 1 -iouse and 


Iiien ret reals. Wo 1 ve ra ordeis llie Mouse closed for lhe 


immediate luiure and steps up her plans* Nfow, ii'tstead ot 
sacriticing the participarrts ot a i’orphyry House orgy, she 
wa ms [o sac rE liee the parrv. A dav ti I tet lie attack, Wu 1 ve v a 

■ ^ j ' 


abamions the upper lloors of the house and relocates her 
minions to (he dungeons below. She hopes to ItEre the party 


hack into the \ fotise to sacrilice them, i>he sets guards to 
watch and wait for the party lo return to the House, and 
once they are in its depths { probably looting), she has one of 
her clerics use the leanJ diupe from area 19 to close 

oh the exit, sealing the party in the building. Alter this, she 
begins sending her minions up in grotips to ambush and 
hopelully subdue 01 capitire the parly. 


2 . FOYER CEL 9) 

This huge chamber is lit with numerous crystal chande- 
liers with routniiia/ walls are covered with 

purple and red curtains, and a large collection of erotic 
paintings. Similarly themed statues stand in various 
places along the walls, and a set of six large fountains 
with burbling, crystal clear water dominate the edges of 
the room.Twin gardens, complete with small trees, flank 
a domed archway to the south. The center of the room is 
taken up by large banquet rabies. 


During the evening, 4d6 customers of various types mill 
about this room, waiting to be invited into the antechamber 
to the south by one of the madamcs.llie mood in this crowd 

a 

is one of expectant tension. Four servers dressed in silks and 
veils weave about the room, delivering appetisers and 
drinks among the tables to keep the ciLStomers from getting 


too riled up. Lvery few hours, one ol the madames appears 
in the archway to the south, allowing those who have been 
waiting into tlte antechamber and letting previous gttests 
file out into [his room to leave. 

Creatures: The iour Porphyry House servants are all 
pure blood yuaivri, and as they serve their guests, they listen 
and warch to make sure no one in the room is here to cause 
trouble*The customers are nothing more than ist-level war¬ 
riors, and if a figh; breaks out they joyously join the fray. The 
servants flee through the arch to the south, unwilling to 
expose their true natures in front of so many guests. 

^ Yuan-ri Purebloods ( 4 ): hp 27 each; AfauEtid 


1 9(1. 

f Randy Guests, Male and Female Human Wan 
( 4 d 6 ): CR 1 ; Medium-size Humanoid; HD ld 8 +l; hp S; Init 
+ 0 ; Spd 30 ft.; AC 12, touch 10, Oat-footed 12; Atk +2 melee 
(ld6+l, club or shorts word); AL NE:; SV Fort +3, Ret +0, Will 
-I j Sir E2, Hex U), Con 12, Int It), Wis 8. Cha 1 L 


Skdis: Intimidare +4, Ride +4, Swum +5. tVcib: Improved 
Unarmed Strike, lough ness. 

leailier armor, club or s 



sword, \ 0 gp. 


3 . ANTECHAMBER (ELIO) 

The architecture of this room is breathtaking. Twin pools 
stand in the center of a circular room with a vaulted ceil¬ 
ing that is open to the floor above. A twin pair of stair¬ 
cases arc gently up to this upper floor to the south, and a 
second pair of burbling fountains sit in alcoves around 
the corner to the left and right. But the most shocking 
sight in the room are the ten porphyry statues that stand 
around the perimeter; each is a nude sculpture of a 9 -foot- 
tail beautiful woman or handsome man, and as you watch 
the statues animate with fluid motions, caressing their 
bodies and motioning to you invitingly. 


When a madam e leads a new batch oi customers in from 
[he foyer, she splits the group in rwo and has them Hie around 
the room and into the registration rooms to the east and west. 
*l'he water in the fountain is pure and rcfrc.shing. T he door to 
the south is kept locked with a good lock (Open Lock DC 3U). 

Creatures: The ten statues are large animated objects 
designed to allure and excite guests, if a guest requests it, 
any of the statues are available lor companionship, although 
these are considered special requests and must be fulfilled 
upstairs. At Wulvera’s command, these statues can he 
ordered to attack any non-yuan-ti they encounter. 

^ Animated Porphyr)^ Statues ( 10 ): CR 3; Large Con¬ 
struct; HD 4dl0; hp 22 ; Init + 0 ; Spd 30 ft.; AC 14, touch 9, 
flat-footed 14; Atk t5 melee {Td8-{-4, slam); SQ construct, 
hardness 8 ; AL N: SV Fort + 1 , Ref tI, Will -4; Str 16, Dex 10 , 
Con —, Inl —, Wls 1 , Cha 1 . 

4. REGISTRATION ROOMS 

Guests are brought Into these luxuriously appointed offices 
and seated on benches. One at a rime, they are brought to 
the table where they are Interviewed and registered in the 
Porphyry Rook by one ol the madames. The registration 
includes several personal questions siich as the guest's 
name, address, sexual preference, a brief personal hisror)^, 
and a description of the type of companion they are looking 
for; characters who wish to provide false information must 
make a successful Bluff check. Anyone caught lying is 
escorted out of the House. 

Companionship with one of the Flcuse’s standard enter¬ 
tainers costs a mere 50 gp per hour, while special requests cost 
much more, if a characier has a particular special request, a 
Diplomacy check opposed by the madames own Diplomacy 
check is required 10 have the request granted, at which time 
the guest is led upstairs to .Special Registration (area z 8 ). 

The staiRvay leads up to a small observation deck in one 
ol the minarets; these observation decks are not manned. 
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rorpKyvy i louse liJs iweniy sinru^Lii J guest rooms, e:ich of 
which is inhLibiteJ by a man ora woman apparently ready to 
please his or her guest. None ol these men or women are talk¬ 
ative or especially creative, but they are all cjiiiie accommodat¬ 


ing. Oneot Porphyry House’s main draws is the fact that there 
always seems to Lx' just ibe righi kind of companion for a vis¬ 
itor: the reason behind this is simple and disturbing. 

During registiatiom a ynan-ii pureblood waits in a secret 
hall that connects all of these chambers with the Registra¬ 


tion Rooms to the north. Pile vnan-ti listens in on the con- 
versa [ion, and wlien i lie guest indicates whai they Ye look¬ 
ing tor. the yuan-ti scurries oft to the next available room 
and uses its pa/yufevpli eiher ability to transform the room's 
oc c u pa n r ini o t lie a p p ro p ri a t e for m. O f co 11 rs e, i f a pe rso n's 
request can be tilled by the current form of one of the emer- 
tainers, no poly? m argil mg is needed . 

Creatures: Each of these rooms contains u docile and 


accommodating man or woman who is, in fact, a fudynnu- 
rd creature of some sort. Mostly former harpies and 
gulguihydras, the yuan-[i still keep a lew wolverines around 
as well: not as personable as trained gulguthydras or harpies, 
they remains easy to control and are quite susceptible to 
polymerpliFJig. The creatures are horribly confused by the 
constant pelyuKirplinigi, and all they know Is that il they 
pleasure their guests well (the only action in their lives that 
has any consistency), they are rewarded with rest and good 
food. So thev do their best. 



Treasure: All of tliese pcdyFiunyihrd creatures wear 
ring;; so \X ulvera can send messages to them or piinisli them 
as needed. As long as the creattireY new form is humanoid, 






ruigs are 



in [he Raek of \'ilc navicjtcssdfhey can only be removed by the 
owner of the fFutdrr riFFg, who can use a sendiFig on anyone 
wea ri n g a dii i^c ri irg at will. In :ul d 11 i o ti ^ t h e we a re r o f t he 
masif'r nitg can (as a free action) deal 3d 6 damage to the 
wearer of a daiv rtFtg. 


6. POLYMORPHiNG PASSAGEWAY 
(EL 10) 

'rhese secret passagew^ays are used by yuan-ti purebloods to 
gain access to the guest rooms as neetled to prepare tor new 
customers. During business hours, live purebloods lurk in 
each of the.se hallways. 

^ Yuan-ti Piircbloods ( 5 ): hp 27 each; Mojisfrr MtiiTimf 


7. ORGY REGISTRATION 

Porphyry House often holds invitation-only orgies for their 
most dedicated and adventurous customers in ihc large 
room beyond these rooms*These two rooms are tised [c 


make sure that only invited guests are attending* 


■ t- ^ 




stairway leads up to a siru 



r i ? 


at ion 



rn one 


of the minarets; these observation decks are not manned 


The doors leading into the orgy hall (area Si are inruMc 
lurked on top ol their normal, amaziitg quality locks* I’hese 
locks require a DC ${) Open Locks clteck to hypas.s. 

8. ORGY HALL (EL 6+) 

This massive hall is dimly lit by glowing tiles in the ceil¬ 
ing and a set of four braziers around a large pool ol water. 
Several other pools of heated water bubble away to the 
south, and do 7 :ens oi large cushions lie strewn about the 
room* To the north a short balcony overlooks the room, 
beyond which you can see a bank of several tall mirrors* 
The room smells of sweat and deeper, muskier odors* 




I his is where Porphyry House hosts its orgies I'he nexi 

to t;ike piace is sume[ime in Elie near 
future- it is at this evem ilxii Wilvera intends to make her 
sacrifice to Demogurgon* In preparation for [hat event, she 
has had the three doors leading into this room enchanted 
with aroiFtr lorki; to augment their already amazing locks; the 
DC Co pick these locks is DC 5 U. The mirrors to the north are 
actually two way, allowing those in the observation hall to 
I he north to watch. 

Trap: \XTilvera intends to sacrifice nearly two dozen 
enthusiastic customers in this room via a [errible poison 
called mind I Lire powder. The bulk oJ ihe poison is an inert, 
very fine wdiite powder dial she has sprinkled liberally on 
the carpet and in the cushions in the room. H the caipet or 
cushiems are disturbed in any way, the powder quickly dis¬ 
perses into [he air. A Spot check (DC *30) alerts a person to 

es in die air. 



Once the poison is in the air, it can be triggered at any time 
by the casting ol any spell with the Evil descriptor. Wufvera 
intends to have her succubus minion Wilarue take part in 
the orgy, and when the time is right she is to cast [ududy 


gJif, This won’t hurt any of the evil guests in the room 





gn It mignr harm someot rne entertainers), lili[ it acri’ 
vates the poison* Without such a spell, the dust is harmless* 
Anyone in contact with the poison must make a Eortitude 

i 20 ) or suffer 3d6 points of initial and sec¬ 



ondary Wisdom damage. The jKuson is designed to keep its 
victims conscious, though, and as a re.SLdt it cannot drain a 
person below I Wisdom. 


Mindlure Powder Trap: CR 6 ; poison 3 d 6 initial 



save 


Development: The poison becomes inert a minute after 
the secondary damage applies, at which time Wulvera and 
her ihree abomination yuan-ti priests enter the room with 
tl>cir supply of demon's breath drug* Wilarue then casts 




+ . * 



'iti’Ton eacn 01 tne victims, and Seaas tnem up to 
Wulvera one at a time to die under IVmiignrguffj fYelk* Her 
total Knowledge (religion) bonus is +25 once she casts SficrifR 
nal skdl; she must make a check for each viclim (there are 
liven tv victims in all)* The DC for the check is .35, so success 
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IS gUDraiiieed if Wulvcrii lakes l U ( whiek she can do il site 
isn't disiracied), kach siiccessfLEl sacrilice gi'ants her 105 
\lark crafV' experience points. In order to enhance ihe 
demon’s breath drug so that its elVects are permanent and tar- DC 23\ Open Lock LKJ 30, 
reaching on a city scale, she must accnnuitate l ,25ti darkcrali 
experience points within 30 minutes. If she is successfuh 
consult the ’‘Conclusion’’ section to determine the effects. 

See the ikKikof V^de tor more information on dark 

craft experience points. If youVe not using the Bunk u/ Vfli’ 

Diirkncss, it’s safe enough to say that wiihout her twenty vie- 
i i m s 5 Wu I ve ra s ritual ca iVt s uc c e ed. 


9. OBSERVATION ROOM 


hidden by caipeiing; a Search check (DC 25) is required to 
find it. It is kept locked and leads down to area 39 . 

Ip Secret Trap Door: 3 in, thick; hardness 5; hp 30; Break 


13. STORAGE 

These rooms store a variety of food, firewood, linens, cSoth- 

5 , and other pieces of mis- 
al interest tn any of 



1 ng, c 

cetlaneous gear 
these storage rooms. 



V ^ 




ts no 






s room is used bv customers who wish only to observe 

r • 

the orgies that take place to the south. When she prepares 
her sacrifice, Widvera and her yuan-ti abomination min¬ 
ions also lurk within this room until the time for their 15. WELL ROOM 


Two tables sit in this room; each is covered with a variety of 
tools and devices for men 



ric or n 



'Wise unremi 



entrance. 


This well drops 30 feet into a pool of fairly brackish sallwa- 




rhe doors leading south into the orgy hall (area 8) are 

top of their normal, amazing quality locks, 
a DC 50 Open Locks check to bypass. 





on 




ter. ihe drawing or water 
the yuLiivti; it must be purified bt 


16. 




ts a 


ti can 




10. MEETING ROOM 

These rooms are used to meet with visitors who have busi“ 
ness other than pleasure in Porphyry Hc>use, Jt the party 
claims to have SDideriilv extract, one c 







iLUCl 


agrees to meet with the group (along with two guards) here. 
She’s authorized to pay 2,500 gp for the delivery, and she 
throws in a nieht of freebies in a snecial re a tie st room 




rooms store Dorn laie reauing material tor the yuan-n 
to relax with, as well as exhaustive records of their guests. 
None of the records have any indication that Porphyry 
Hettse is anything other than a well-managed and profitable 
brothel, although the documents make for interesting read- 
! g; i t se e m s th a 11 h e y u a n -1 i ke ep re co rtls o n r uc ryt I u n g t lie i r 

customers 



upstairs if any of the party members 
who decides to stay the night in 
with Wilarue, who does her best to pry 
from her partner as she can, e; 
source for the s 


are interested. Anyone 



yry House is paired 
^as much information 



Troublemakers that can't or woiik be escorted out are over- 




in 





in 



room. 


Porphyry Piouse’s 


IE 




s I'oom IS sti 


Prisoners are not kept here more than a day while Wulvera 
decides vvbat to do with them: ransom them back to their 
friends, release them, transfer them to the more permanent 
cells below the House, or execute titenu No prisoners cur- 
staffed by a pair of yuan-ti purebloods whopre- rently reside here, although any PCs who are captured 




might be kept in a cell for a short while. 

The manacles are quite sturdy and of master work quality. 
They are also each fitted with amazing locks,*! he secret door 
to this room is also fitted with an amazing quality lock. 

^ Yuan-ti Purebloods ( 2 - 8 ): hp 27 each; .Meusler Secret Door: 3 in, thick; hardness 5 ; hp 30; Search DC 

MuFEuaJ 190, 


; most of the cooking and 
preparation happens during the alternoon just before the 
House opens. During this time, there can be as many as 



s in 




30; Break LKi 23; 

Masrerwork Manacles: 1 in. thick; hardness 10; hp 



-- w 



10 ; 



en 



This room is where the yuan-ti 



polymorpJird creatures for servitude in Porphyry House. 
Ideally, the new addition has long since been broken and 
trained in the chambers beiow/rhis room also serves as a 




place tor the yuan-ti to rest i 
is a 20 % chance that Ul 6 yuan^fi 
here during this rime. 





are 



Although this room might look like any of the other 
libraries in the House, a cleverly hidden secret door sits in 
, there the south wall (Search DC 30 to find). The secret door is also 
in locked with an amazing lock. 

Secret Door: 3 in. thick; hardness 5; hp 30; Search DC 


I'he trap door sn the southeast coi ner of the room is 30; Break UC 23; Open Lock DC 40. 
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Treasure: I^Liri entenainment, part research^ fhe shelves 
of this library are well stocked with all manner of texts and 
tomes about sex.The collection is quiet extensive, and ro die 
right buyer ts worth 1 , 5 HO gp. 


19. WAND STORAGE (EL 4) 

Much ol the work around Porphyry House is not done 
through manual labor, but through the magic of □ collection 
of wands. The Porphyry House madames and Wulvera her- 
sell are the only yuan-ti who are allowed into this chamber. 

bhe secret door leading ro this chamber is locked with an 
amazing lock. 


Secret Door: 3 in. thick; hardness 5 ; hp 30; Search DC 
30; Break DC 23; Open Lock DC 40, 

Trap: This room has been enchanted so that if a non- 
yuan-ti ever enters it, an aktrm spell is triggered. This is a 
mental alarm that can be sensed by the Porphyry House 
madames and WuK^era. 


in addition, rbe chest itscll is warded with a glypl^ of ivard- 
mg that triggers if a non-yuan-ti opens the chest. 

Ip Iron-bound Chest: 3 in. thick; hardness 5; hp 1 5; 
Break DC 23; Open Lock DC 40. 

Glyph of Warding; CR 4; 2d8 cold damage in 5 ft. radius, 
Reflex save (DC 14) halves; Search (DC 28); Disable Device 


Treasure: The following wands are stored in the chest; 
Two ivtinds afronlinutif flame (l2 charges), a uYmd of cure fuotb 
emfr ivotmds (28 charges), a o/remoutJ J hoi sc (7 charges), 
a iv<md cf gcjidc rep a sc (15 charges), a ivtind of sfom’ shape (4 
charges), a ivaFTcf of ciFrimah’ dead (10 charges), a wemd tif 
rcsfoijifjcu (9 charges), and a ivtiFid cf glyph of iva?d/ng (3 
charges), 

20. GUARD BARRACKS (EL VARIABLE) 

These rooms are used by the Porphyry House Guards to rest 
and relax in; during the day ail but one bunk in each room is 
occupied by sleeping guards; two guards stand duty out 
front and the third patrols the halls* At night, only one sleep¬ 
ing guard is found herein. The remainder are on patrol 
throughout the House. 

Creatures: These guards are identical to those that guard 
the front door. 

Porphyry House Guards: hp 62; see area r. 

2L PUREBLOOD BARRACKS (EL 7) 

Eighteen yuan-ti purebloods live in these roomsT two to a 
double bunk. During the day, each room is full 70% of the 
time; otherwise they're empty. At night they're always empty. 

Creatures: These more mundane guards comprise the 
standard yuan-ti denizen of the brothel. 

^ Yuan-ti Purebloods (2 per room): hp 27 each; Mofi- 

slcrM cm Fad 190 * 


22* INFIRMARY 


This is where the yuan-ti bring injured or sick entertainers, 
rhe most common operaiions performed here are abor¬ 
tions. The yuan-ti madames find fetuses delicious, and they 


eat ih em on the spot so they don’t have to share with their 
sisters. 


23. LANDING (EL II) 

The stairs end at a large landing, dominated by a tall Por¬ 
phyry statue of a stern-looking bald woman wearing a 
robe* The statue seems a bit out of place when compared 
with rhe w^orks of erotic art you have seen so far. 


This statue is more than a depiction of Wulvera; it is a dan¬ 
gerous guardian that prevents the passage upstairs by 
anyoire not guided by a yuan-ti. 

Creature: The stone golem moves to intercept anyoite 
who is not escorted by a yuan-ti. It does not attack rndess it 
is attacked first or further efforts to bypass it are attempted. 

^ Porphyry Stone Golem: hp 77; MoFistcr .Mcuuiid 108. 


24. LECTURE HALL (EL 10) 

This dome-shaped room must be located directly under 
the central dome of the structure. The ceiling vaults to 
over 70 feet high in the center of rhe room, which con¬ 
tains a depressed, stadiumlike bowl Large potted plants 
and more of the strangely alliiLing animated statues of 
beautiful people are arrayed around rhe rim of the room. 


The majority ol the yuan-ti in Porphyry House are not 
allowed to enter the underground level. 4'hus, when Wul¬ 
vera needs to address her cultists as a group, she does so in 
this room. Meetings are held on the 1 st and 15th of every 
month; on these days the Porphyry House is closed. 

Creatures: The eleven statues around the edge of the 
room are all large animated objects. Unlike those found 
downstairs, these are programmed to attack anyone that 
enters the room unless a yuan-ti is present in the chamber. 

^ Animated Porphyry Statues (ii)r hp 22 ; see area 3 
tor details. 


25. SPECIAL REQUEST ROOMS 

This large room is exquisitely appointed with fine 
draperies, paintings, and statues, all with a theme of eroti¬ 
cism. A dresser and a table sit near the door, and against the 
opposite wall you see a large bubbling tub, an enormous 
pile of cushions, and between them, a huge canopied bed* 
A strange smell floats in the air, and as you breathe it you 
begin to grow a little lightheaded and aroused. 

These rooms are for elite guests ol Porphyry House. Any 
request for companionship of any kind is fulfilled by the 
yuan-ti, who view' these rooms as their pride and joy. Popu¬ 
lar special requests in the past have included requests for 
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nnilriple companiunSs dead companions (preserved with the 
iVdJid o/gt^ndi' R-po^LO, animured companions, companions ot 
erotic species, outsiders, ihe companionship of the ani¬ 
mated porphyry skitues, mid companions I ha I mi gin have 
been resistant to the guest s advances but have been rhtirnk'ii 
by ytian-ti to make them more agreeable. In trLitb^ I he type 
of entertainment to be found in these roonas is limited only 
by rhe ianagination of the guest, although the naore imagina¬ 
tive guests are asked to place their request several days in 
a d V a n ce so r he y ua n -1 i ca n a rra rs g e (hi ngs. 

As with 11 > e c ] 1 a m be rs lI o w n star I's, a se c re i pass age a 1 lo \vs 
the viian-ti to observe activities in this room and to enter 
each chamber stealthily if necessary/fhe exact nature ol the 
current guests in these chambers is lei( tor the DM to detail, 
although the above suggestions should provide spring- 
hoards for other encounters. 


Wilanie’s specilic abilities are detailed here). Her skin is 
pasty and yellow, her wings rotting, her hair (ailing out in 
patches, and her eyes empty sockets swarming with beetles. 
She still enjoys tempting, raping, and killing mortals, and 
she uses her alternate lorm to appear more attractive at 
those times. ^Ite gets a kick out ol'assuming her natural 
form just before she slays her lover. 

^ Wilarue, Corpse Succiibus: CK 10; Medium-size 
IJndead (chaotic, evil); MD 6 d! 2; hp 3*'>; Ini I +0; Spd 3t> It., 
tlv 50 ft. (clumsy); AC 20y touch 20 , flat-looted 2 (i; Atk -tsf 
melee (ld3+3, 2 claws) or +9 melee (ld6+4, slam); SA spell¬ 
like abilities, energy drain, stimmon tanarVi; SQ undead, 
damage reduction 20 /- 1 - 2 , SR I4t tanar'ri qualities, alternate 

-rW: 5i[r 1 7, 


form, tongues; AL CH; isV Fort 4-7, U 
Dex 1 1, Con —, Int 11 >, Wis 14, Cha 20 . 

-tl I,Concentration ■ 10 y 









-HI 


I i-.Oii. % 



I'he strange smell in the air is in (act incense steeped in Artist + 6 , \ lide 4 - 6 , Knowledge (the planes) 4 - 0 , Listen -i-lt>. 


mordayn vapor/I'he drug is too dihtted to have any actual 
e ffe c ts o n t h ose w ho b re a r h e i t s fu m es, a p art f ro m w Ir a r is 
mentioned in the boxed text. 


26. TORTURE CHAMBER 

Although at first glance this room looks to be a fairly 


Move Silently + 6 , Ride -ris, Search 4 51, Spot -tl 6 . iVa(s; Boost 
■Spell Resistance (vile teat). Combat Casting. 

'includes the 44 bonus lor Combat Casting. 

rleal; of rrMsiiura' 4 - 2 . rmg e| proterOeu -r I, geirou ol 
L-harj<?uit, peirciff ej JudrFTg. 

Treasure: A locked diaw'cr in the desk (DC 30 to open) 







tion reveals rhe room for what it truly is 
cleSj silk ropes, containers of lubricant, 



mana- 



maten; 



in this room is used 


to produce pleasure as well as pain. 



1 ‘his room servccs as an additional special request room 
guests of a sadistic or masochistic personality Nonetheless, 
it can be used as a traditional torture chamber ifWulvera 
wishes to squeeze some information out of captured intrud¬ 
ers. All of the various torture devices detailed in the Book of 
Vi! i' Dll rk n s a re a va liable in this we 11 -s l oc k e d roo m . 


contains a tightly tied pouch made of strips c 
Inside are Wilarues private funds: 150 pp, an emerald 0-K.iO 
gp), a black opal (800 gp.:', and a tourmaline (l lO gp), 

28. SPECIAL REGISTRATION 

Cue Sts who sticcess fully request something special are 
b I'o LI g h t It e re fo ran e x (e i vs i v e i n t e rv i e w wm i h a I t'p h y y 
House madame. Cn the suiiace, this interview is simply 
work out the exact details of the guest's request. In truth, it is 
used as an opportunity for the yuan-ti to study I heir guest, 
’i bis is where the majority of I he money is made in E\>rphy ry 



27. 



This room is extravagantly appointea, witn a 
bath, and copious amounts of cushions on the floor. A 
large workdesk, its surface cluttered with books and 
other objectS) sits in 


House, so the yuan-ti like to make sure that they 
special requests as much as possible. Costs for special accom¬ 
modations vary wildly, but always cost at least 2,500 gp. Costs 
for spells such as gniffr repeat’, [ienmitiic pcrsiiff, anJ^iniiv 




ar corner. 


Unlike other rooms in [his area of the Mouse, this cham- 

ial 


aoTu, paFvrntupIr enin', tmmuifr LUijrrl, rrgt’Ui’nifFcn, miigrt jiin snu- 
ukicrtmt, or anything else the gtiesl requires increases this 
base cost by the standard amount tor the spell being cast. In 
most cases, the yuan-ti must secure these spells from outside 
sources; this increases the cost ol the entire total by 25?^^ or 
her is not normally offered to those who make special by lOO'-a if the yuaivti are torced to bring in an outside spell- 

requests, for it is the personal chamber of a succubus by the caster (which is the case for most sorcerer/wizard spells), 

name of Wilarue. 

Creature: Wilarue was once a minion of Craz'zt, but after 
being betrayed by an ally, a cultist ol Demogorgon animated 
her as an undead minion. Wilarue has worked with Wulvera 
since Porphyry Flouse was built^ and she linds the place 
both relaxing and enjoyable; as long as Wulvera continues to 
respect her she ha.s no intention of leaving. 

Wilarue is a corpse succubus, and has the corpse creature Trap: ! be bottom step of the staircase is trapped with a 
template (described in the Buck df Vik Dtirkucs^, although gfypii (i/ieanbug, placed there irsing the wand from area I9- H 




d be secret door leading into ibis room is locked/fhis stair¬ 
well is the main entrance into the chambers below the Por- 



\y\T N 


phyry Flouse. 

Secret Door: 3 in. 


to area 42 . 

I hick; hardness 5; hp .30; Search DC 


30; Break DC 23; Open Lock VC 40. 
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w hen a non-UVI1 cruatiire prissus over fl. 

of WarJmg: CAi 4; ^rpy |JcrsfM u\ Ciisier level 5ili: 
sit VC (DC 14) n oolites; Search (DC 28); Disable Deviec 


Treasure: The crates contain various alcheniical sup' 
plies and et|uipment. Anyone with at leasfS ranks in ; 
Alchemy knows that this particular colleciion 1 

seems lo be speciali5:ed in the tal>rLcatio]i ol 
drugs. In addition to the alchemical equipment and 
supplies, searchers find a box containing 50 doses of 
sannish, Sannish is worth 1 5 gp per dose; the total value of 


30. GUARDIANS OF 


Uoth of these hallways are guarded by a^tQue golem simi 
lar in shape and size to the one found in area 23. 

Creatures: The stone golems attack anvone who 
enters the room without a yuan-ti escort. 

^ Porphyry Stone Golem: hp 77; Mims hr 

MiiMuaJ 1Q8. 1 


These crates contain various costumes, tools, decora¬ 
tions, and miscellaneous pieces of equipment and cos 

• fc ■* 

fume jewelry; these materials are used to decorate the 
cial request rooms as the House’s guests require. 


32. MADAME 
CHAMBERS (ELIO) 


tne.se mice rooms are tne private cn; 
hers of the three Porphyry House 
madames. Not surprisingly, all three 
rooms are extravapanrlv decorated wii 


* toanaa, aance, urama, nute, iia 

melody, storytelling) +12, ITofessi 
(madanve) ■^A 3, :SpoE +17. hctth: Alertness, Blii 
kidge, bxperiise> Improved [niliaiiveyfhrall 


plenty of rare artwork and valuable statuary 

Creatures: During the day, there's an 80% chance that 
one of the Porphyry House madames is in one of these 



"Yuan-ri using chameleon power receive a -1-8 circum¬ 
stance bonus to Hide checks, and yuan-ii pure bloods 


rooms resting, if caught off guard, the madame turns into a 
tiny Viper and tries to escape through one of the ventilation 


receive 







hecks when imper- 


shalts to warn her sisters and Wulvera. 

^ Porphyry House Madame^ Female Pureblood 
Yuan-ti Brd3/ClTi/Rgri (3): CR 10; Medium-size Mon- 


ClcTjr Pngaroi (3/4, base save IKi = lu i spell level): 
0—rmdc irtilrr, gmdaurL’, sknii ituigur': 1st fcumfinuh nuv 
Jrg/d ii'eiuidsf dtaNoirflodi'”"', lictulachr', skne aJusiufrplaH]^'. 


sirous Humanoid (6 ft. 5 in. tall); H D 7d8+7 plus 3d6+5 plus 
I d 10+1; hp 5S; I nit +7; Spd 30 fn; AC \ S, Touch 14, Hat footed 
12; Aik + I0/+5 melee (ld4+l/cnt 17-20, + .! krcff daggrr) or 
+8/+3 melee ['ld4+l/crit 17 20. +1 keen dagger) and +9 
melee (ld4+i, claw); SA spell-like abilities, psionics, bardic 
music, rebuke/control undead, two-weapon fighting ability. 


Note: If you're not using the Hnek Dariorrsy (eel free 

to substitute spells [torn other products lor the spells 
marked with an asterisk* 


'Domain Spell. Dcimnuy Corruption (may ignore (he 
hardness of an attacked objec( once per day). Demonic 
(gains +1 divine bonus on atEack and damage rolls when 


favored enemy ( humans); SQ bardic knc?wledge; SR 16; AL 
CE; SV Fort +8, Rel +11> Will +16; Str it), Dex 16, Con 12, Int 
16, W'is 22,Cba 21* 




+ 12, Concentration +10, 



+ 10. 


guise +S^, Gather Iniormation +12, Hide +9"k Knowledge 
(local) +8, Knowledge (religion) +8, Listen +17, Perform 


fighting unarmed) 

Hard Sfvll.'i Kueuvu (3/3, base save DC - 15 + 

0^—dcurnng fuagr ktiud, mcriiiuig, egtai/rlasc, gresird/gda- 

Jiufi, ivad Miitgir; J—rfianu ]>cr>aj6 sdcitl jHttigr, imsmi sTreaul. 



+ I ktvii diiggrr, rmg af pmitrlaHf +1, pulkin of fuer 
X2, judiOH af ghhucss, ifcivctnfk Hiuidy Haerrsark, krarri.s ef 
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iiRMor + i, (2 Joses), Mordayn Vdpor i 2 doses), \ ,00U gp 

in jewLdry, Porphyry House lesser master key (opens all 
locks on rhetirsi lloor of Porphyry House), 


33. HOUSE TREASURY (EL VARIABLE) 

This plain, bare room is uncarpetcd and only a single rori- 
/lame torch lights it. A pair of huge sturdy locked 
chests sit against the opposite wall. 


Creature: There is only a 10% chance Arathanihus is 
present when this room is entered; otherwise he can be 
lotind in area 46 below, if lie is present here, he is speaking 
with Wulvera (S0%)' Porphyry House madame (2S%)^ or 
hes alone (25%J; he looks amused at interruption.s bet ore 
(t’lL'perJuig down to (he temple to prepare its delenses. 

^ Arathanthus, Orlath Demon: 112 hp; see the appen¬ 
dix lor complete statistics 


Creature (EL 6): This room Es guarded by a personal, 
well-loved pet ofWulvera's: a fiendish half-dragon huge 
viper. 2’he creature wears a ring of stJ^'tfuaFiL-c on one ol its dra¬ 
conic claws, but Wulvera still enjoys feeding it the bodies 


that occasionally pop up in Porphyr)' House. 

^ Advanced Fiendish Half-green Dragon/Huge 
Viper: CR Huge Dragon; H D 5d! 0+12; hp 45; Init -i-4; Spd 
20 1l, climb 20 ft., fly 20 ft. (average, not at all in this room), 
swim 20 ft.; AC 19,touch 12, jlat-looted 15; Atk +11 melee 
( 2 d6+4 and poison, bite) and +6 melee (2dS+2, claws); SA 
poison (DC 13, initial and secondary damage ld6 Con), 
smite good I /day (+6 damage vs. a good foe), breath weapon 
(30 ft. long cone ol gas, 6d6 acid damage, Reflex save DC 17 
halves); SQ scent, darkvision 60 ft,, low-light vision, 
immune to sleep and paralysis, immune to acid, cold and 
fire resistance 10, DR 5/+1; SR 12; AL NF; SV Port +7. Ref 
+9, Will +3; Str 18, Dex 19, Con 15, Int 5, Wis 12, Cha 4. 

Skdh: Balance +16, Climb +15, Hide +4, Listen +9, Spot +9. 


iTah: Weapon Focus (bite). 


[ Y] 5 ses.'i t a f r 5 : rm g af s 11 s i c f t ti n ct\ 

Ip Trapped Chest: hardness 5 ; hp 15: Break DC 23; Open 
Lock DC 40. 

Trap {EL 5 ); The Iront door and both chests are locked 
with amazing qua lily locks. Additionally, each chest is 
trapped with a small sprayer that iills the room with ungol 
dust il the chest is opened. 

Ungol Dust Vapor Trap: CR 5; ail targets in room, 
onset delay [2 rounds); poison (Fortitude save DC 15 resists, 
l Cha/ldf) Cha + I Cha [permanent drain)); Search (DC 2 U), 
Disable Device (DC 16). 

Treasure: The treasure stored in the chests consists ot a 
fair portion of Porphyry House’s income, although the bulk 
of the temple's treasure is kept below in Demogorgon's 
temple, dhe left chest contains 40,000 sp, and the right chest 
contains 2,000 gp and 300 pp^ all sorted in 100 coin bags. 


3 ^. ARATHANTHUS’ STUDY (EL 1^+) 

This room, unlike most of the others you have seen so far, 
is quite tastefully decorated. It is a comfortable looking 
studvi with comfortable chairs, several bookshelves and a 
writing desk. 


Arathanthus, the orlath demon sent to provide assistance 
and observe Wulveras progress, uses (his room to meet with 
visitors or other yuan-ti. He assumes human form to do so. 


35. ARATHANTHUS'S BEDCHAMBER 

Like the last room, this bedchamber is tastefully deco¬ 
rated, The place is nearly spotless, but you see dust on I he 
dressing table and bed. 


Arathanthus almost never sleeps here, lolling about in the 
(e m p le be low w h e n h e g rows l i t e d. 

36. WULVERA^S STUDY 

of all the rooms you have seen so far, this one might be 
the most disturbing. The walls are covered with shock¬ 
ingly realistic paintings of snakes raping and eating (often 
simuitaneoLisly) various humanoids. The room looks well 
lived in, with a reading table and a well-stocked bookshelf 
on the wail. A faint reptilian stink lingers in the ain 


Wulvera, leader and owner ol Porphyry House, lives in 
this small suite of three rooms. The books on the shelves are 
all wretched erotica filled with tasteless eivcounters and 
shocking artwe^rk. Chances are good that Wiilv''era is work¬ 
ing in her laboratory when the party arrives here il she is Jiot 
vet aware of them. Otherwise, she awaits their arrival down- 

t 

stairs in the temple.. 


37. WULVERA’S LABORATORY (EL 14) 

This is an incredibly well-stocked and maintained alchem¬ 
ical laboratory. The floor is not carpeted here, and a S-foot- 
diameter circle is carved into the floor to the northeast. 


Many of the components of the alchemy lab bear minor 
enchantments to keep components fresh. The circle on the 
floor is a v^ariant form of ickporhiitoii rnrlr made jxTUkujrul. It 
(rlr^ioHs any yuan-ti that stands upon it lo area 46 , just before 
the statue ol Demogorgon; it does not lunciioJi for other races 
Creature: d here is a 90?6 chance ihaE Wulv era is present 
here, should the party make it this far without alerting her 
or raising an alarm. She becomes enraged il ber lahoratesrv' is 
invaded, as well as a little shocked and nervous that some¬ 
one could make it this Ian Her first action upon meeting the 
party is to pour a large canister ot catalyst into the dose ol 
demon's breath she is refining, and her second is to flee by 
stepping onto the portal disc. 

Wulvera, Female Halfblood Yuan-ti Brdi/Xhrall 
of Demogorgon 7 : CR 14; Medium-size Monstrous 
Humanoid (6 ft. 6 in. tall); HD I4d8+14 plus 2 d 6 + 2 ; hp 86 ; 
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I nit + 2 ; Spd h.; At' 22 , toufli ] lliic-foaied 20 j Atk 
-\2\/ niI c c i 1 d 66 plus 1 []e, f5tu?to?r I ‘oofI t) 

;nid +14 melco ([d 6 + 2 and poison, 2 sn^^kt' biles'), or + 2 t) 


ranged (tJ4+3f +I baud rmsslipiu wieIi +2 hdls); SA kypFTusrs 
I/day, k>[jfb t)|/rar 3/day (1X7 25), reaching louch 3/d ay, dual 
actions 2/day, iUouFTieu urr>]or dtotuni l/day, ndiurg ^otjrk 


5/dayt spell-like abilities, psionics, bardic naiisic, poison (CXi 
ld6 C7on/ld6 Con); SQ bardic knowledge, haULIood fea¬ 
tures; SR 16; AL CE; SV Fort +8, Kef+ 12, Will +13; Str 18, 
Dcx 15, Con 1 2, Int 20, Wis 16, Cha 25. 


SkrJIs.- Alchemy +2U, Bluff + 16"* Concentration +11, Hide 
+8*, Intimidate +16'"''’‘i Knowledge (arcana) +12, Knowledge 
(local) +19, Knowledge (the planes) +12, Knowledge (reli¬ 
gion)+21, Listen +14, Froiession (madame) + l2, Sense Motive 
+ 12, Spot +14, rVidC' Dodge, Exotic Weapon Proficiency (hand 
crossbow), Expertise, Mobility, Sacrificial Mastery [vile feat), 
Spring Arrack, 4‘hrall to Demon (Demogorgon) (vile leal), 
Willing Deformiiy (vile fear). 


"Yuan-ri using chameleon power receive a +8 circum¬ 
stance bonus to Hide checks, but Wulveras robr af bkudnjg 
produces the same effect, only better [ + 15 circumstance 
bonus)/rhis bonus is not factored in to the modifier above, 


since the item isn’t always active, 

''‘^'Wulveras rrrrJd of pmui+sTon gives her a +2 competence 
bonus lo Charisma checks and Charisma-based skill checks, 
Ih IS bonus is included in the skills indicated. 


Hypnosis (Sp): Once per day, Wulvera can produce an 
effect identical to that of the ItypFEoli^m spelf except that it 
functions as a gaze attack with a range of 30 feet. The Will 
save DC to resist the efieci is DC 24. 

Touch of Fear (Sp): Three times per day, Wulvera can 
produce an effect identical to that of the outst fear spell. The 
DC to negate the fear is 24. 

Reaching Touch (Su): Three times per day, Wulvera can 
cause her arms to stretch unnaturally like tentacles, provid¬ 
ing her an extra 5 feet of reach for I round. This makes her 
total reach 1 0 feet. 

Dual Actions (Su): Twice per day, Wulvera can take 2 full 
rounds worth of actions in the same roundK 


Summon Demon (Sp): Wulvera can summon a demon 


ol 5 HD or less once per day. This lunctions as a sjoFT^FteFF 
FjFnusier spell cast by a ISih-level casten 

Rotting Touch (Sp): Three rimes per day, Wulvera can 
deal ld6 points ol temporary Constitution damage as a 
touch attack. 


Psionics (Sp): See the MpFF^Err MaFitnil, page 190, for 
details on vuan-ti abilities. 

Halfbloocl Features: As a halfldood yiiaivti, Wulvera has 


two snakelike traits. Her scaly skin grants a +4 bonus to her 
natural armor, and her breasts are actuallv the heads and 
necks of rattlesnakes. 


Bfivd Sticks Kffcu'h (5/5/3t base save DC - 16 + spell level): 
0—daufFFig Ijgfif.s, drieri magic, mage Ihurd, FueFuijug, prrsljdigr- 

laJFcu, read FungFc; Isi—rijttnn prr.son, anc bgbf iee[j)!d.s, ujtigr 
Lt F+ i T 0 r, si n po r■; 2 nd—ot (kg uice, .'iit clif if jii f skdf"', io f igurs. 

Nofr; If yoiiVe not using the fkxik of Vdc tJaikFrcss, feel free 
to substitute spells from other products for the spells 
marked with an asterisk. 


Po^^e^siom: DiunogorgOFtk 'I'eofb, rube ef IdruduFg, dioty rase 
leuFT sfniir (+1 AC), pink lUTtl giTCFT ruFui sfoFTe (+2 Cha), deep rrd 
Foiur ^Dfu’ (+2 Dex), Juastrr F'uig, nFTg ef uwpujg, +1 Itiurd 
Knv, U) +2 band nwdxnv Mis, rmg efpmtrdinFF +2, ivand gfhdr.'i 
drrugdt (3rd level, 7 charges), maud ef krcFi edge{5lh level, 1 1 


charges), fj'rrkd o/ large spider venom (i 0 doses), 

agony (5 doses.), mordayn vapor (5 doses), 2,500 gp in jewxdry. 
Porphyry House master key (opens all locks in [he Flouse)* 
Wulvera is a fierce, pow^erful, and intimidating female 
yuan-ti halfblood that stands 6 !/2 feet high. Her humanlike 
head is hairless and androgynous in feat tires, and ntimerous 
parts of her body (particularly her head, shoulders, back, and 


forearms) are protected by thick green and red scales. The 


most obvious indication of her yuan-ti heritage, though, are 
her breasts, which are in fact the heads of venomous snakes. 


She fights with a magical scimitar called Demogorgons ToDib 
and w'ears an open, diaphanous black robe that can be pulled 
about her body to hide her serpentine breasts and scaly skin. 

Trap (EL S): Only 2 rounds after the catalyst is added, the 
demon's breath In this room explodes into a noxious green 


NEW DRUG: DEMON’S BREATH CMAGICAU 

Description: Despite the fact that it is extraplanar and mag¬ 
ical in nature, demon's breath follows all the standard rules 
for drugs as detailed in the Book ofViie Darkness. Dennon's 
breath is a faint reddish vapor that must be kept In tightly 
stoppered glass vials. It temporarily transforms the person 
who breathes its fumes into an insane half-fiend. 

Type: Inhaled DC 23. 

Initial Effect: User is confused for 1d3 rounds, during 
which time he quickly transforms into a half-fiend. 

Secondary Effect: Apply the half-fiend template to the 
user; the template persists for ldlO+50 minutes. Speli-like 
abilities are granted. 

Price: 10,800 gp 


Alchemy DC: 35 

Side Effects: Those under the effect of demon's breath 
become evil for the duration, and are compelled to commit 
violent acts such as murder, rape, arson, destruction of 
property, and even cannibalism. The user suffers a -20 cir¬ 
cumstance penalty to all Charisma checks as a result. Non¬ 
evil users might need to seek atonement. 

Overdose: If more than one dose is taken in a 24-hour 
period, the effects of the drug occur but the strain on the 
user's body and soul result in ld6 points of permanent 
Constitution damage and 2d6 points of permanent 
Charisma damage. 

Addiction: Extreme. 
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mist that fills this rciL>rn for minutus. Anyone breathing 
snffers the effeets of the fieniiisl’i drug. 

Demon’s Breatb Trap^ C M 8; demons brealh exposure 
(inhaled); see “Demon's 
save (DC 23j negates); Scare 

Treasure:'rhe niehemi.cal equipment in this room weighs 
a lotal of 4tH) pounds, if it is kent toeerher 



T U\ 



:^c 



Device 




equipments minor magict 


bonus to Alchemy checks.'I'he equipment is worth 500 gp. 
Four doses ot demon's breath drug rest in a rack of Tightly 


^rhe pool of water extends to the south lor several thou¬ 
sand feet along a Hooded tunnel to the coast, where it exits 
at sea level from a chll face into a hidden cove a lew miles 
away from Scutllecove. Wulvera long ago had tlte entrance 
to the cavern hidden by an dhisoiy leuli (14th-level caster). 

This chamber is also used to train newly gehnuerplR’d 
monsters to serve as prostitutes; it is at this lime the new 
'employee" is given a devc rnfg by Wulvera, 1’he Jiew 
employee is then brouglu up into the Flo use via the trap 
door to the west, which leads to area ii oi Porphyry Hotise. 




stoppered vials on the table. It Wulvera aUtis a catalyst to one 
of them, as derailed above, one dose of drug is consumed. In 
addition, notes on the creation of demons breath and its 


(pTrap Door: 3 in. thick; hardness 5; hp 30; Break DC 23; 
Open Lock DC 30. 

I he alcoves to the north are used to store extra goods and 


effects can be fouird in neat piles cm one ol the 
workbenches. If flie PCs haven't been exposed to the drug 
before now, they learn about it here (allhough not about 

I 

Wu 1 v e ra's p la n f. o r t h e o rgy/s a c r i fi e e). 

38, WULVERA'S BEDCHAMBER 

If Wulvera is not workimi in 






yet aware of the party's presence, she is 
the time. She does not keep any v 




I n a smt 



:me of 
in [his room, 
i^eras ned are he 


food; lltey contain nothing ol re; 
hides a secret door that provides access to the northern por¬ 
tion d( I he underground complex. 

Ip Secret Door: 3 in. thick; hardness 5; hp 30; Search DC 
25; break DC 23; Open Lock DC 40, 

Development: Normally, creatures are found in this 
chamber only when new prostitutes are brought in or being 

/here the surviv- 





trainea. Given the opportllmt)^ tins room 
ing yiian-ti gather to mount a final defense against the partv', 



or 








tv 



mention 


of (he 40. HARPY CAGES fEL9) 


saenfiee is made in the notes, but Wulvera does gloat a bit 
about plans coming to fruit ion 5 


BENEATH PORPHYRY HOUSE 

rbe chambers below Porphyry House are craftetl without their captivating song, then keep them in these cages until 


These cages were originally used to house animals awaiting 
poly morphing, but lately they've been used to house 
liar pies. The yuan-ti are careful to polvnierph their harpies 
into humanoids as soon as possible to keep them from using 




s can 


be 


comfort in mind; there is no 
spolly at best. These rooms are damp and naoist, i 
fecund patches of subterranean fungus and harmles 
grows on the walls, HoorT and ceiling, this fungu 
used by the othtTiglc spell to trap victims. 

39. STAGING CHAMBER 

TFiis large, damp^ fungus-caked chamber is crudely 
carved. A sturdy ladder leads up to a trap door in a side 
chamber to the west, and several storage bins sit behind 
iron gates in alcoves to the north. Two more iron gates 
seal off passageways to the northeast and east, and to the 
south you see a dark, murky pool of briny water that rip¬ 
ples sofdy against a sturdy dock to which a large squat 
raft is moored. 


IS 


thev are needed. 

t 

Creatures: There are currentiy three polvurmpiuY 

e east and west cages; (he northern cage is 




in e: 

empty unless party members or other NPCs have recently 
been capttired, in which case they are tied and locked in 
hcre/['he harpies heg for redease if they see non-yuan-ti, and 
L'ed escape on their own as soon as possible to seek a 
reversal for their iicdyurorphcd forms. If: the party returns 
them to I heir natural forms, the ungrateful harpies attack, 




Polyinorphed Harpies in Humanoid Form (15): 
CR 2; Mediunvsi/e Monstrous Humanoid; t^D 7dS; hp 31; 
1 nit 4 O; Spd 30 ft.: AC 10 (touch 10, flat-footed IO); A[k +7/+2 
melee (ld3 subdual, unarmed); AL CE; SV^ Fort -i-2. Ref +5, 


Will +5; Str 10, Dex IG, Con 10, Int 7t Wis 10, Cha 1 5- 

Bluff+8, Listen +10, Perform (bufloonerVi chant, 


Originallyj Wulvera and some oflier ytian-ti abomination 
culfists went out to gather harpies, wolverines, and even 
gul gut hydra to be pplyj'uoiaihrd into prosTitutes, Lately, though, 
Aralhanthus has been sending out a retriever 10 track down 
and petrify the needed creatures; the reiriever then retunis to 
this room with the new addition. Arathanthus allows the 
retriever to return to the Abyss and then tises its FiVtik t ut fami- 
meui spell-like ability to restore the creature once it has been 
in(he anp 






me 



, storytelling) + Spot +6. Foils: 




e, tuvnv 


j f 


41. 



This foubsrnelling chamber reeks of rot and decay. A tow¬ 
ering mound of rubbish, garbage, excrement, and dead 



1 


IS 





nearly to the ceiling 30 feet above along the north, east, 
and south faces of the cave. 
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1 he ihroe iron gates that block access to this room arc all 
locked shot; opening them iei]uires a lever to be thrown. 
The lever \ot each gate is 10 feet to the west of the gate in 
question; throwing the lever catises the gate to raise up into 
the ceiling. 

Iron Gate: hardness 1 U; hp 60; Break DC 24. 

Trap (EL 6 ): I’his is where the yuan-ti keep their cap- 
tLireJ gulguthydras. 'l1ie monsters have fairly decent Forti¬ 
tude saving (Irrows^ and as a resuit |itdyatif!rpiijng them can 
he trust racing. In order to make the process easier, ihe 
yuan-ti have, at great e.xpens'e and risk to them selves, intro¬ 
duced cidcures of a horribly dangerous disease into the filth 


m I 



room. 


Airy creature that spends more than a minute in this 
chamber has a chance oi catching death song, one of the 
worst noti-magical diseases known. A new saving throw is 
required each day imprisonment in this chamber persists. 
Deathsong is spread by contact with contaminated material 
or diseased victims, has an incubation pericsd of 1 day, and 
can he resisted with a successful Fortitude save (DC 251 


Y* Deathsong Trap: CK 6 ; deathsong disease expt^stiiv; 
tdi;^ ScIV ids Dex, and cds Con damage each day the disease 
persists; F'on save (DC 25) negates; Search CN/A); Disable 
Device ( M/A), 

Creatures; Captured gidguthydras are kept in this room 
until they are nearly dead from disease, at which time they 
are palycnorplrcif into humanoids. The humanoid is chen 
allowed to exit the room, where he or she is cured with one 


of I he wands of rrruaec from area 19 before being 

trained for work. 

^ Diseased Giilgiithydra {3): CR 12; Huge Aberration; 
HD 15dS-l5; bp 52; lnit-5; Spd 30 ft., swim 30 ft. (stirface 
only); AC IS (touch 3, flat-footed IS); Aik +9 melee (ld6, 2 
tentacles), +7 medee (2dS, 6 biles); SA improved grab; SQ 
nauseating stench; AL N; SV Fort 44 , Ref-i-C^), Will 4-10; Str 10 , 
Dex 1, Con S, hit 6^ Wis 9, Cha 1 5. 

Listen 4*8, Spot +8 Frah: Iron Will, Mulriatrack. 

Development: M the situation get desperate, Wulvera 
sends one of the yuan-ti abominations down here to open 
rbe three gates and let the gulguihydra out. If she has time. 




< o * a ■ 
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NEW MAGIC ITEM: DEMOGORGON^S TOOTH 

D^mogorgon’s Tooth is a -t2 \^s!e scimitar. Each time it deals 
damage, it deals an additional 1 point of vile damage. If it 
scores a critical hit, It deals 2 additional points of vile dam¬ 
age. In addition, whenever the sword hits a good creature, 
it casts a contagion spell on the target {Fortitude negates, 
DC 14). 

As long as it is unsheathed, Demogorgon’s Tooth allows 
its wielder to speak and understand Abyssal. 

Demogorgon's Tooth bestows 1 n 


good or lawful creature attempting to wield it. The negative 
level persists as long as the weapon is in hand and disap¬ 
pears when it is no longer wielded. This negative level never 
results in actual level loss, but it cannot be overcome in any 
way while the weapon is wielded. 

; Prerequisites: Craft Magic Arms and 
Armor, Thrall to Demon (Demogorgon), vik lance, conta¬ 
gion; Market Price: 54,815 gp; Weight: 4 lb. 






evei on any 
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ijhe hay the abominj^tion use the of R’sinmhon (rom area 
19 to revitalize the giilgurhydraSj although this is a truly des¬ 
perate gambit that might cost the liie ol the abomination 
cleric ortlered to do so. 

Ad-hoc XP Award: Award 20% less experience for defeat- 
ing the gulgurhydras if theyVe diseased when fought. The 
disease has ravaged the creatures' bodies, and rheyVe mtich 
easier to vanquish in such a slate. 

42. GUARDROOM (EL 10) 

On days when A rath a nth us does not need it to hunt down 
more ‘employees/’ the demon's retriever minion lurks in 
this room^ guarding it from intrusion by any non-yuan-ri. 

Creature: The retriever lurks in the southwest corner of 
the room, patient and quiet, and attacks any who come 
within its Meld of view with its eye beams. 

^ Retriever; hp ^^1; 41-43. 

43. INTERROGATION CHAMBER 

Wulvera uses this room to interrogate prisoners. She has 
either Wilarue, Arathanthus (in humanoid form), or a pair 
of the yuan-ti cleric abominations nearby during these ses¬ 
sions. The three cabinets on the north w'alls are w^ell stocked 
w'ith torture implements, but otherwise there is nothing of 
interest in this room. Extremely iroublesome captives arc 
taken to the torture chamber (area 26 ). 


44 . CLERIC CELLS (EL VARIABLE) 

Each of these three rooms is empty save for a crude mat of 
straw and some disturbing fetishes and unholy symbols and 
runes scratched onto the walls. 

Creatures (EL ii or 14 ): One of the three yuan-ri abomi¬ 
nation clerics that serve Wulvera live in each of these rooms. 


The clerics are not interested in displays of wealth and 
power and are content with their cells. Unless Porphyry 
House is on alert, the clerics are here, praying, sleeping, or 
constructing fetishes to hang in the Temple. 

The encounter level for one cultist is EL 11 , but encoun¬ 


tering all three cultists together raises the EL to 14, 

# Porphyry House High Cultist, Yuan-ti Abomina¬ 
tion Clr 4 : CR 11 ; Large Monstrous Humanoid (9 ft. long); 
HD I 3 d 8 -rfi 5 ; hp 123 each; Init - 1 - 6 ; Spd 30 ft„ climb 20 ft., 


swim. 20 ft.; AC 31, touch 11 , flat-footed 29; Aik - 1 -IS/-LI 3/+8 
melee ( 2 d 4 +^^/crit 15-20, -i-l kmi (alfbuirt) or +] 6 /-r 1 l/+ft 


ranged ( 2 d£i+ 5 , I mgr mrghty ceuipo?:/lt’ lougliow [-1-4 51 r| with 
+ l fiNgc armu'O; SA spell-like abilities, psionics^ spells, 
improved grab, constrict rebukc/command undead; 


SR 16; AL CE; SV Fort -r 12 . Ref +9, Will -U7; Str 21 , Dex 14, 


Con 20 , Int 18, Wis 24, Cha ! 4. 

Skids: Concentration -e 17, Hide -l 10'L Knowdedge (reli¬ 
gion)-t-15, Knowledge (the planes)+ 10 , Listen +18, Scry+ 11 , 
Spellctaft + 11 , Spot +18, Alertness, Blind-Eight, 

Dodge, Improved Critical (hdchion). Improved Initiative, 
Thrall to Demon (Demogorgon) (vile feat). 


' Yuan-ti using rbiirneWu power receive a +8 circumstance 
bonus to 




Cicrrr Sgclfs PrrpiurJ (.s/6/S, base save DC = 17 + spell 
evel): 0 —ljut murnr [Ctunitis, giudimre X2, skrdi iouguc'- X2; 
1 st- -r<im m0yi d, nirr Ijghf li'C 1 uf;b X 2 , ik nJ 0 u, dFt'mr fa vo 

san'i/Fnal sLfIC; 2nd —HmdFhrss/drtiftrss*, Fidl'^ sircFigllr, dap-k- 

d pr rmu, icrflTrr IpFukT 




Nate: II youVe not using the Bock of Vdc Oorkurss, leel hee 
to substitute spells from other products lor tbe spells 

with an asterisk. 



Tomain Spell. Dcutomf?;: Corruption (may ignore the 
hardness of an attacked object once per day), L3emonic. 


(gains +l divine bonus on attack and damage rolls when 
fighting unarmed) 

PesscssicjFS: +2 spiked srale mad, +2 Imgc ^tcrJ skFcId, + ! krru 
/eldutPFT, +1 I mgr migkly cow]miiv kmgboiv [+4 5(.rJ with 20+1 

an'CRcs, getmflrts ti/agrr paicrp", pnlinFi of cure sfFaeys u.' 0 [md.s, 
petFOF] pfrmlunTPia', pofiop] affure Fuodemtc !vnimdsx2. 

Development: With a successful .Search check (DC 25), 


the PCs find Wulvcras instructions to the three clerics tor 


the roll they are to play in the upcoming orgy and sacrifice 
hidden in a small, locked iron box in a crevice in the wall, 
ihe notes also detail the outcome of the ritual and what the 
Demogorgon worshipers can expect after the ritual is com¬ 
plete. Much mention is made of Demogorgon and the glory 
he will bestow on the cultists wdien the revelers are slain and 
the city is subsequently transformed. At this point, nearly all 
the information in the 'Rackground" section ol (he adven¬ 
ture concerning the ritual and Wulvera's plans can be 
revealed to the PCs. 


45 . gates and stairs 

The two pforrciiRises here can be opened by turning a winch; 
one is located on either side so it is impossible to be locked 
in. The wdnehes can be locked with tbe Porphyry House 
master key held by Wulv^'era; these are amazing locks (DC 40 
to pick). Kormally, both of the gates are left up and open. 

Ip Portcullis: 6 in. thick; hardness 10 ; hp 180; Rreak DC 
28; Open Lock DC 40, 


The hallway beyond descends deep underground.Tbe 
stairs are horribly slippery and require a successful Balance 
check (DC 20 ) to navigate lor creatures without a natural 
Climb speed. Wulvera has tw'o of her abomination cultists 
carry her down these stairs, otherwise she transforms into a 


snake to navigate them. Failure indicates that character slips 
and falls down the stairs to the next landing, raking 2 d 6 


points of damage in the process. 


46. TEMPLE OF DEMOGORGON (EL 
VARIABLE) 

This massive chamber chills the heart. The cavern has 
been carved out to roughly mimic a huge underground 
cathedral. Natural rock columns supporting the roof, as 
w'ell as the walls and ceiling, are inlaid with sparkling 
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porphyry tiles. The walls are festooned with dirtyj crude 
fetishes made of bone and bits of flesh and hair. The place 
is lit by guttering confinifal jltimcs of sickening mauve 
near the ceiling. The floor is completely hidden by thicks 
algae-choked water that ripples from below in a disturb¬ 
ing manner, A low island in the center of the room is 
dominated by a huge porphyry statue of a terrifying, ten- 
tacled, two-headed monster looming over an altar caked 
with blood and slowly drying entrails. 


The slimy water in this massive chamber is about 3 ieei 
deep lor the most part. Characters who do not possess a nat¬ 


ural swim speed suffer a ”4 penalty to their Dexteriiy while 
being forced to wade in the slippery water, and they must 
make a Balance check each round (DC 20 ) to maintain their 


footing. Additionally, the eastern portion ol the room holds 
several deeper sections ol water (as indicated on the map); 
these areas drop suddenly to a depth of >0 feet. A wading 
character can avoid lading into one of these watery crevices 
by making a successful Re (lex saving throw (DC 15). This 


water is quite (oul and rancid; anyone drinking it or 
immersed in it must make a Fortitude saving throw (DC lt>) 
or contract a case of blinding sickness (detailed on page 75 of 
the Dunioeoni Master'?: Citfdc). In addition, the water is so 


thick with rotten algae that visibilitv' in it is reduced to U feet. 
Creatures hidden in the water gain a +S circumstance bonus 
to Hide checks made against creatures out of the water. 


This entire chamber is warded by an Nufudieiv spell with a 
magir tied to it placed by Arathanthus; all enemies of 


the cult of Demogorgon who enter the area are targeted by 
an tirai dp.sprl effect ( 12 th caster level). 

The six side chambers each contain a small island of rot¬ 
ting fungus and stinking soil. These islands are covered 
with steaming, stinking mushrooms and oily sheets of 
mold. These disgusting fungi are native to the Abyss, and if 
eaten are deadly poisonous (with identical effects to dark 
reaver powder, derailed on page SO of the OfMOLONi Ma,sm;k s 
Cmdc), Wulvera harvested these on the Abyss and success- 
lully transplanted them here; they comprise the main ingre¬ 
dients of demon’s breath. 


Creatures: If Porphyry House is not on aler!, only 
Arathanthus is present in this room. He hides under water 
and attacks with surprise. 

If Porphyry House is on alert, however, this encounter is 
much more dangerous, Wulvera waits here on the central 
island along with her three yuan-(i abomination clerics. 
Arathanthus lurks in the water nearby, and Wilarue the 
corp,se succubus ItErks high above on a narrow ledge. When 
the parry enters, Wulvera demands their surrender; if they 
refuse, the yuan-ti and demons unleash the full power ol 
their spells and ranged attacks on the party. 

In addition, the waters of this chamber are infested with 



unless they get in a lucky bite. Since up to sixteen snakes 
can attack a single Medium-si/e target at once, chances are 
at least one of them lands a bite. The snakes do not leave the 


water, though, so anyone standing on the various islands in 
file room are safe from them. 


^ Arathanthus, Orlath Demon: hp 112 ; see the appen¬ 
dix at the end ol the adventure, EL 14 
^ Wulvera: hp 86 ; see area 37 , LL 14 
^ Wilanie: hp 39; see area 27 , BL 10 
^ Porphyry House High Cultists ( 3 ): hp 123 each; see 
area 44 . EL n each 


^ Fiendish Wafer Moccasins ( 340 ): CR l; Tiny Out¬ 
sider; i ID l/ 2 d 8 ; hp 1 ; I nil ,Spd 15 ft., climb 15 ft., swim 
15 It.; AC 17, touch 15 , llat-l’ocMed 14 ; Atk +.S melee (poison, 
bite); Face/Reach 2 I/2 ft, by 2 1 /2 ft./oft, .SA poison (DC 11 , 
initial and secondary damage ld 6 Con), smite good (+1 



darkvision 60 ft., 


cold and lire resistance 


5 ; SR 2 ; AL N: SV Fon + 2 , Ref+ 5 . 





+ 1 ; Srr 6 , Dex 17, Con 


It, Int I, Wis 12, Cha 2. 


hundreds of tiny fiendish water moccasins. These snakes 
should be little more than a nuisance to a high-level party 


5krN?:.' Balance -i-l I, Climb + 12 , I lide +18 (+26 in the slimy 
water), Listen +S, Spot + 8 . friTh; Weapoir Finesse (bite). 
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Trap (EL 4 ); A L^f protecis n hidden chest the tiT-priesis awaken from dieic torpor and fry to stop the 

filled with treasure here. mess, bur they are quickly uverwludmed by a legion oJ 

Glyph of Warding: CR 4 ; raniagrtin ( 5 th level), Tort save enraged hall-tiends and torn limb frotn limb.'I'heir remains 

([) C 14) n ega res; Sea rc h (DC 28); D i sa b 1 e De v 1 ce ( DC 2 8 ). a re nr o ii n retl o n t iie P1 a /.a o t Ha ng i n g Ruin. 

Treasure: Each of the fungus islands in the six side c ham- Over the next several weeks, chaos reigns, b.veniuaily, 
hers holds 3d4 doses of fungus; each dose is identical to a VC'ulvera emerges as the new rtiler oi ^cuttlecove, trans- 
doseoE dark reaver powder as is (and could letch 300 gp per lormed into a tull-lledged demon rather than a hall-liend. 

dose). Once the fungus dries, though (this takes only a day), ReEore long, she organizes the demons oi bcuillecove into a 

it becomes inert and useless. terrible lorce, using the strength ot her will and her bound¬ 

less capacity to ruin any who would refuse lier call. The sea 
anes become a killing realm, stalked by demonie pirates 
wiio sink ships not lor treasure bitt simplv tor the glory oi 
spreading pain and misery. I’he lucky ones drown. The 
tt 11 lucky ones are captured and returned to Scutilecove. 
where they quickly succLEmb and join the demon army. 

5iucb a situation might make an interesting plotline len' a 
iiigh-leve 1 party to tr y to rec(ify, but ior our heroes, their 
b es i bet is t o s i o p Wt 1 1 ve r;t (ro i n a c h i e vu ng this go a 1 b e f ore 



to the large amounts of magic equipment 
1 by the inhabitants of this room, the vast hulk of Poo 
se'^s treasure can be found here. It is hidden in a 




in 



I n 1 
ownec 
phyi- 
large wt 

the location indicated on the map by the '"X." Discovering this 
chest should be difficult, requiring a Seai'ch check (DC 35) 
made on that square hy someone swjmmtiag near the base of 
the pool (which is 30 feet deep here), possibly while being 
swarmed bv Hen dish water moccasins, 1! discovered, the 
chest proves to be trapped and locked.The lock is an amazing, hand 



■■era is 








rust prool lock (DC 40), and the trap is detailed a 

Ip Iron-bound Chest: 3 in. thick; hardness 5; hp IS; 
Rreak 1X3 23; Open Lock DC 40. 

Inside I he chest can he found 20,000 sp, 7,000 gp, 650 pp, 
20 gems worth a total v^alue of 4,500 gp, demon's breath (6 
doses), a miirrd e/rrt?reec a u'cmd renlrnmil flame, a 

maud ofnm- niodemfr ivoimds, and a .daffe/hfr (5 charges left), 
d’he wands are all lully charged, while the sfajf ef life can be 
used by most oi Wulvera's minions to restore to life any 
important yiiandi who are killed, allowing the cultists to 


til 


- b 


;'sr way to u 
* 

even tnen, one ot ner surviving minions might take up bet- 
cause, Destroying her groves ol demonic fiEitgi in the 
Temple ol Demogorgon also delays (he sacrifice, perhaps by 
as much as live years (it takes ages to cultivate and grow (he 
Abyssal fungi). Killing Araihanthus or a number ol (be 
yuaivti also slows the process down. The best answer lies in 
ac h i e V i n g a ccjm h i n a 1 1 o n o t t he a b ov e goa I s . 

One particularly interesting way to deal with the Por¬ 
phyry H ouse cou I lI he to 1 i nd a way to expose the pehu (j n r- 
plung scam to the public of Scutilecove. A charismaiic 
party could probably enrage the town enough tliai ibey 
would as.sauh Porphyry House and raze it to the ground. 
The party w-oLtId liven have to penetrate the still-standing 
dungeons of the House to clean up the surviving cuhistSt 
but in the endt this would likely be the most final wav to 
stop Wtilvcras plans. 

Assuming the party manages to stop the ytian-ii, Ked- 
Ad-Hoc XP Award: Award 125% the legular experience ward Bone lives up to his end of (he bargain and rewards 

points for this encounter due to the presence of the tainted them with free drugs, magic hems, or spells. Each charac- 




i ceoverquiCKiy trom repe:: 

Development: if Wulvera is able to gather all ol her min¬ 
ions in this room, they present a formidable lorce that can 
casilv souash a lOth-level oartv—even one with the assis¬ 


tance ol a half-fiend nymph. A wise parly whittles away at 
Wulvera’s allies and defenses before trying to confront her 


in 



waier, the luihallaiv spell, and the water moccasins. 



if the parly doesn't manage to disrupt the Porphyry House 
in linre, Wulvera goes through with her sacrifice to 
Demogorgon. f! she enhances the demons breath drug with 
\ h e sa c ri f 1 c i a I o rgy, thee n h a n c e d d ru g's va p ors s pre a d o u t o f 
Porphyry House ai a rate of 50 feet per minute, At this rale, 
the fumes extend to their maximum radius ol one mile in a 
little over an hour and a half/fhe fumes persist as long as the 
temple to Demogorgon remains consecraied, and anyone in 
this region must make a Foniiude saving throw once per 
minute against the demons breath or be translormed into an 
evil hall-Hend. In the .space of only a few hours, Scutilecove 
is transformed into a living nightmare. At about this limeK 


ter gains approximately 6,000 gp in rewards ot her own 
choosing. Additionally, Kedward pays full price (rather 
than hah price) for any doses ot demon’s breath or abyssal 
fungus they secure. 

.Ft n a 11 y, although Ty ra 1 a n d i m, i g b t b a v^e p ro ve n time and 
time again to be a v-al Liable ally in the battle against Porphyry 
Flo use, remember that in the end she's sii]] a Thrall ot 


CrazV.l, a.nd Graz'zt rliriveson betrayals. 11 the party man¬ 
ages to make it through the final encounter wirhoui much 
of a problem, Tyra land! attacks them with her spells the 
instant combat is over, taking full advantage ol her spe 
betrayal ability. Otherwise, she Kangs around just long 
enough to collect her share ol ilie loot, 11 any of the party 
members seems to have taken a liking to her, she might 
invite them to become’Fhralls ol (ma/V.t, 11 not, 




ways with the party on apparently anvicable terms, onlv to 









PORPHYRY HOUSE HORROR 


track them over the next sevenil days and assaill[ them one 
by one to leclaim the ireasisres of f^orphyry House for her 
own. She can turn into a memorable reclining villain in 
your campaign, and in (he long rLECif mighl prove to be more 
dangerous than anything Porphyry House contained. 12 
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APPENDIX: NEW 

__ MONSTER 

Orlath (Demon) 

Large Outsider (Cltaos, Evil) 

Hit Dice; 12d8-p36 (90 hp) 

Initiative: +3 (Dex) 

Speed: 30 ft., climb 20 ft.j svvim 30 ft. 

AC: 22 (—1 size, +3 Dex, +10 natural), touch 12, flat-footed 19 
Attacks: 2 bites +15 melee, 12 scimitars +8 melee 
Damage: Bite 2d6+4, scimitar ld6+2 plus 1 vile 
f acc/Rcach: 5 ft. by 10 ft./S it. 

Special Attacks: Call retrieve^ spell-like abilities, vile gaze 
Special Qualities: Damage redrictioJi 20/+2, truesighf, x- 
ray vision, immune to enchantment spells^ disease, and 
poison, fire resistance 20, telepathy^ SK 22 
Saves: Fort + t 1, Ref + I i. Will +10 

Abilities: Str 19, Dex 16, Con 17, Int 16, Wis 15, Cha 18 
Skills: Climb +12, Concentration +13, Diplomacy +17, 
Intimidate+ 14, Knowledge (arcana) +13, Knowledge (archi¬ 
tect ure/en gin eering) + 16, Knowledge (nobility/ioyalty) 
+ 16, Listen +11, Scry +15, Search +13, Sense Motive +15, 
Spellcraft +13, Spot +1 1 

Feats: Improved Critical (scimitar), Multidexterity, Multi- 
weapon Fighting, Vile Martial Strike (scimitar) (vile tear) 

Climate/Terrain: Any underground 

Organization: Solitary or hunt (orlaih plus 1 retriever and 

ld3 succubi) 

Challenge Rating: 14 
Treasure: Standard 
Alignment: Always chaotic evil 

Advancement: 13-24 HD (Huge), 25-36 H D (Gargantuan) 


Legend holds that Demogorgon killed a lesser demon lord 

long ago by biting it. Several teeth dislodged and 

:’s carcass lor a centurv, after 





body split and gave birth to the first oi the 


1 he orlath is a huge, vile, two-headed seipentinc demon 
with baboon-like heads and a dozen humanoid arms that 


protrude Irom wdiere the demon snake’s two necks cojiverge 
in one long, almost sliiglike body. Each of these arms witdils 
a wickeully curved sword. 

rhe or lath’s ability to assume humanoid form conr- 
billed with its silver tongue and extensive knowledge ol 
military defenses and nobility make it an excellent spy or 
double agent. 
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The orlath is a devastating force in combat, leading with 



twin one attacks ana siasning away at anytrung (nai remains 
standing with its scimitars. Wounds caused by these scimi¬ 
tars are pan icuku ly dismaying and horrifying in their place¬ 
ment and cut; each lime the orlath damages someone with a 
scimitar it deals an additional I point ol vile damage. Vile 

can be cured maeie^allv only on reusermL'd or IutI- 







Spell-Like Abilities: At will—blti+pbrurv, break rurlitiui- 
fucuL deeper durkF] css, desefnile, delerl .scriTf [ieors, ilefrirJ fliiutghli, 
iIjsrerF] he, dispel utugjr, th.spel gfFud, fertile irkferf, IcrLile rreahuv, 
Fuagjr rnrle agnuist gtW, scuiluFg, dkipediiiuge (humanoid form 
only), Ifleporl ivFlkotil error (self plus 50 pounds ol objects 

■fjuii IIfi' pul ft, fly, fUiXY 
rurfli, prytHg eyes, sfnur shiipe; i/day—deur<iHd, dfsfnfegrcifr, 
gmifrr ^rrv^F^g. Caster level t2ih; save DC - 18+ spell level. 






creature wiintn 30 teei or an 
oi latb who meets the creature's hateful gaze nmtsi sttcceed at 
a Will saving throw (DC 18) or lake 2 points ol vile 
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gaze is transformed into a dretch under the control of the 
orlath. Orlaths arc immitne to their own gaze attacks and to 
those of others of their kind, and they can suppress or acti¬ 
vate the effects ol this gaze as a free action. 

Call Retriever (Sii): Once per day, an orlath can call a 
retriever to its location.This takes the orlath a lull minute of 
concentration, bitt once the retriever arriv'es, it is under the 
complete control of the orlath and remains until it is either 
killed or dismissed by the orlath.'I’he orlath can only main¬ 
tain one called retriever at a time with [his a 



Truesight (Su): The orlath’s left head continuous]y sees 
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as ccMistant x- 


ray vision, as if it were wearing a nrig of .v-ray insuvu except 
without the exhaustieua eflect normallv associated with the 



Telepathy (Su): An orlath can communicate telepaihi- 
cally with any creature within 250 feet that has a language. 
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License Me This 


W ith two years of the dao System movement behind us, 

the industry s already seen a number of licensed prod¬ 
ucts. Wizards of the Coast led the way with impressive 
treatments of Star Wars, Robert Jordan's Wheel of Time, and 
Chaosium's Lovecraft-inspired Call of Cthulhu RPG. Somewhere in 
there they managed to squeeze out a couple products based on 
the popular Diablo computer game, too. 

White Wolfs Sword &t Sorcery Studios got into the licensing 
game early, getting in bed with Wizards to produce official mate¬ 
rial supporting the old Ravenloft campaign setting, Kenzer &t 
Company, publishers of the Knighfs of the Dinner Table comic 
book, signed a special deaf whereby their Kingdoms of Kalamar 
campaign setting received an official imprimatur, AEG, more than 
a year after It was announced, finally got around to releasing a 
dao Farscape RPG this Gen Con, a debut it shared with SSS's 
brand-new dao-based EverQuest hardcover RPG. 

The trend isn*r likely to stop any time soon, as the most skill¬ 
fully chosen licenses bring with them a built-in audience. Since I’m 
too cheap to afford licensed Mini-Games here in Polvheoron, I 
thought i’d use this space to highlight some yet-to-be-secured 
licenses in hopes that one of the fine dao publishers reading this 
editorial is spurred on to creating a few games I'd like to play, 
Perdido Street Station: China Mieville’s impressive Dickensian 
urban fantasy shook the foundations of speculative fiction fast 
year, gaining critical acclaim and numerous award nominations, 
RPG fans have been clamoring for steampunk since the birth of 
the dao System, and while Mfeville’s novel doesn't quite fit such 
easy categorization, a game based on Perdido would include 
mechanical consciences, railway trains, and a bewildering collection 
of oddball technology. 

In Perdido. Miev(lie's sprawling, confounding metropolis New 
Crobuzon becomes a character as rich as any Lankhmar, 


Sanctuary, or Greyhawk, Inspired by the seedier neighborhoods of 
Victorian London, New Crobuzon screams oui for ihe kind of 
development typical to most RPG sourcebooks. Best of all, Mieville 
himself is an RPG enthusiast eager to make his brilliant book a big, 
fat RPG product. When it happens. I'll be the first in line. 

The Worlds of William S. Burroughs: Though much of his work 
focuses on drug addiction and such esoteric topics as the nature 
of time and language. Burroughs was at heart a science fiction 
writer. No city is as bizarre as WSB’s Interzone, and with a host of 
creatures like the narcotic-secreting mugwumps inhabiting cam¬ 
paigns, things are bound to get strange fast. Sometimes it's fun to 
play amoral, pitiless bastards like the infamous Doc Benway, and 
bizarre, death-obsessed Mayan gods like Ah Pook the Destroyer 
cry out for Deities Ot Demigods style treatment. In an Industry 
that's seen multiple product lines based on the output of Inferior 
writers like Lovecraft, perhaps it’s time to widen the scope of our 
collective literary awareness and push some new boundaries. 

They Live: Moving from the slightly high-brow world of drug 
iitenature to the seedy, tow-brow charm of Rowdy Roddy Piper, I 
think the world is finally ready for a They Live role playing game. 
Though professional wrestling seems to have lost some of its 
recent appeal, when in America's history has it seemed more plau¬ 
sible that far-cat corporate criminals are actually aliens feeding off 
the poor? With They Live, you'll kick ass ant/chew bubble gum. 
Who could ask for anything more? 
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Previews, notes & news on the world of d20 gaming 


The Gear of Urban Arcana 

For rhe past year, weVe been using 
this space to tel! you about the forth 
coming d2o Modern Rolepbyfng 
G^me. At long last, the game's out, 
and many of you have probably 
already started modern-era 
campaigns using the new rules set 

In May, Wizards of the Coast 
release Urban Arcana, a full-service 
dao Modern campaign setting that 
throws the players into a version of 
our own modern world touched by 
Shadow. Monsters familiar to long¬ 
time D&tD players are real, and they 
may live just down the street with 
plans to devour you and your family. 

To fight off these nasty beasts, 
you’ll need the best FX equipment that 
money (and perhaps a little magic) can 
buy. Designer Eric Cagle provides a 
few examples of such gear In this 
sneak peak at the 3ao-page hardcover 
Urban Arcana sourcebook. 


Weapons 

Chainsaw of the Psycho: This bat¬ 
tered ^2 chainsaw constantly drips oil 
and small amounts of blood and never 
seems to need gas. It has the power to 
draw life force from an opponent. A 
critical hit must be dealt for the chain¬ 
saw's death-dealing ability to function. 
The victim is entitled to a Fortitude 
save (DC 17) to avoid death. If the 
save is successful, the ability does not 
function and normal critical damage is 
determined. The chainsaw is evil, and 
any character with a good allegiance 
attempting to wield it gains two nega¬ 
tive levels. These negative levels 
remain so long as the chainsaw is in 
hand and disappear when it is no 
longer wielded. These negative levels 
never result in actual level loss, but 
they cannot be overcome in any way 
while the chainsaw is wielded. 

Type: Weapon (magic); Caster 
Level: loth; Purchase DC: 8 + 
enhanced weapon's purchase DC; 
Weight: so lb. 

Deadeye Rifle: This Barret Light 
Fifty Sniper Rifle is covered in an 


Countdown: 




II 


elaborate set of runes and is much 
lighter to carry than its nonmagical 
counterparts. This rifle suffers no 
penalties for 5 range increments, with 
each additional increment accruing 
only a -1 penalty. 

Type: Weapon (magic); Caster 
Level: 5th; Purchase DC: 8 + 
enhanced 
weapon's pur¬ 
chase DC; 

Weight: 20 lbs. 

Thunderclap 
laser: This 

taser releases a deafening blast of 
thunder when if strikes an oppo¬ 
nent, It deals normal damage (id4, 
electrical) plus an additional adb 
points of sonic damage. 

The tasen's battery is 
exhausted after a suc¬ 
cessful hit and must be 
replaced after each use. 

Type: Weapon (magic): Caster 
Level: 5th; Purchase DC: 8 + 
enhanced weapon's purchase 
DC; Weight: 1 lb. 


A ring is a circular metal band 
worn on the finger that contains 
a spell-like or psionic power 
(often an effect that persists as 
long as the ring is worn). A ring 


has a Defense of 13, a hardness of 10, 
a hit points, and a break DC of 25. 

Activating a ring is an attack aciion 
and does not provoke an attack of 
opportunity. 

Sample rings include the following: 

Decoder Ring: This cheap-looking 
tin ring has a small dial covered wirh 
letters of the alphabet. It grants its 
wearer a 90?^ chance to understand 
any normal writing he encounters and 
an 80% chance to understand any 
magic writing. Note that understand¬ 
ing does not necessarily Imply the 
to use a written spell. 

Type: Ring (magic); Caster Level: 
3rd; Purchase DC: 28; Weight: 

Ring of Cold Cocking: This brass 
ring is shaped like a fist. The wearer 
can make unarmed attacks against a 
flat-footed opponent as if he had the 
Knockout Punch feat (see Chapter 3: 
Feats in the dao Modern Roleplaying 
Game), even If he doesn't have the 
prerequisites. 
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Type: Ring (magic); Caster Level: tst; Purchase DC: 26; 
Weight: 

Tattoos 

Tattoos are single^use "Items” containing a spell-like or 
psionic effect that affects only the bearer. For more infor¬ 
mation on tattoos, see Chapter 10: FX in the dzo Modetn 
Roiepfaying Game. 

Purchase DC: A tattoo's purchase DC Is to + the tat^- 
too's Caster Level, unless noted otherwise. The purchase 
includes the cost of drawing or imprinting the tattoo on the 
body. 

Tattoo of Buikt Deflection: The bearer becomes resist¬ 
ant to ranged attacks as if affected by a protection from 
arrows/buHets spell cast by a 7rh level Mage. 

Type: Tattoo (magic); Caster Level: 7th; Purchase DC: 
25; Weight: 

Tattoo of the Sniper: The bearer gains a +20 insight 
bonus on a single ranged attack. The attack also ignores 
any miss chance that applies to attacks against a concealed 
target. 

Type: Tattoo (magic); Caster Level: ist; Purchase DC: 19: 
Weight: 

Wondrous items 

Unless noted otherwise, activating a wondrous item takes 
an attack action and does not provoke attacks of opportu¬ 
nity. Wondrous items are use-activated or activated by 
command word. For more information on wondrous items, 
see Chapter 10: FX in the dao Modern Rokplaying Game. 
Sample wondrous items include the following: 

Floating Umbrella: If this umbrella Is open, the user can 
jump from any height and drift to the ground as if under 
the effect of a feather fall spell. The umbrella does not 
function if It Is not open, although the user can attempt to 
open the umbrella while falling by making a Dexterity 
check (DC 10). Failure indicates that the user takes the full 
damage from the fail. 

Type: Wondrous Item (magic); Caster Level: 1st; 

Purchase DC: 30; Weight: 2 lb. 

Hidden Holster: This concealed-carry holster can hold 
any handgun and grants a 4*5 circumstance bonus on 



Sleight of Hand checks against Spot checks when being 
Inspected for weapons, including physical searches. 

Type: Wondrous Item (magic); Caster Level: 3rd: 
Purchase DC: 31; Weight: 0*5 lb. 

Hofster of Speed: Any handgun placed In this hip hol¬ 
ster Fits perfectly. It allows the user to draw or holster the 
weapon as a free action. 

Type: Wondrous Item (magic); Caster Level: 3rd; 
Purchase DC: 31; Weight: 1 lb. 

True Silencer: This silencer attaches itself to any 
autoloader handgun or rifle. When the weapon is fired, the 
true silencer activates, releasing a silence spell centered on 
the user that radiates 15 feet in diameter. 

Type: Wondrous item (magic): Caster Level: 3rd; 
Purchase DC: 32: Weight: 3 lb. ^ 
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Winter Fantasy Brings Warm Times 
to the Cold of January 
By Robert Wiese 

Winter Fantasy is the premier RPGA convention, the one 
show that the RPGA itself runs. This year's show fakes 
place January 23rd to the 26th in Fort Wayne, Indiana. 
The show kicks off officially at 2 pm Thursday the 23rd, 
and winds down at 6 pm on Sunday the 26fh. We re 
building on our successes from the 2002 show to make 
an even better convention, while still keeping Winter 
Fantasy's traditional friendly and relaxed atmosphere. 
WeVe added a game period (a "'stoD on Sunday after¬ 
noon for those of you who want to play longer, and 
we've redesigned the schedule so that we offer all of the 
Living Greyhawk and Living City events in every game 
slot* Most of the games are offered with more fre- 
quency, so you can more easily schedule your activities 
to get in all the games you want. You won't run out of 
things to do at this year's Winter Fantasy, so plan now 
to be in Fort Wayne in late January. 

Highlights of the Show 

Living Force Year Three 

Living Force kicks off the third year of its Among the 
Stars storyline with a complete trilogy and interactive 
event. In Among the Stars, characters came from humble 
beginnings in the Cularin web called society and have 
become involved with crime lords, the Jedi academy, and 
political troubles. As the campaign moves into its third 
year and the galaxy heads towards civil 
war, hints of the real dangers in Cularin 
become evident. Don't miss the start of 
year three of this great campaign* 

Assault on the Vault 
Assault on the Vault, a Winter Fantasy 
exclusive, introduces Living Greyhawk 
characters To the Underdark, where 
they can face drew and other under¬ 
ground nasties* Expect this to be a dan¬ 
gerous event; drew are not push-overs. 

Bring a miniature of your character, 
preferably painted, and enjoy the High- 
octane action as you fight to keep your 
character alive (and maybe pick up 
some cool Treasure while you're at it). 


Prime Runner Championship 

Virtual Seattle players have been qualifying for a year to 
play in the two-round invitation-only Prime Runner 
Championship. Qualifiers will play the first round in 
either of Its two time slots, and the final six players will 
advance to see who becomes the Prime Runner! The 
events in this adventure will have a significant impact, or 
dare we say ''major impact," on the campaign, so you 
don't want to miss them. 

Living Greyhawk Cross-Regional Fiesta 
Saturday night is the night to try a Living Greyhawk 
regional event from some region you've never been to. 
Our Open Game Fiesta is back, but with a focus on Living 
Greyhawk cross-regional play. You can play whatever 
you want in this slot, but the hype will ali be about the 
Living Greyhawk opportunities. Like last year's Fiesta, 
players and judges organize themselves into games* Well 
help by listing the available games as we get them on the 
Winter Fantasy website, but you have ro contact a judge 
to play, or you have to judge so someone else can play. 

For more information about Winter Fantasy 2003, watch 
the RPGA's website at www.rpga.com, or the Winter 
Fantasy website at www.winrerfantasy.com. if you are 
interested in volunteering to judge events, please emai 
me at robertconguy@yahoo.com. You also can email me 
if you want to ask questions about the show and can't 
find your answers online, I hope to see you all there. ITII 
be a great time, and you won't want to miss it! 
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The holidays are fast approaching. 
Have you put together your shopping 
list, yet? Your friends at Polyhedron 
are here to help, with a look at what s 
coming in November and December. 

Alderac Entertainment 
Group 

December sees the release of AEG's 
first ^'Season Book," a Spycraft cam¬ 
paign entitled Gentlemen s Agreement. 
With missions that take your agents 
from desolate Siberia to the depths of 
the Pacific Ocean, Gentlemens 
Agreement promises new locations, 
new gadgets, a new prestige class, and 
a "scenery on the fly" system that 
helps gamemasters improve their 
encounters with very little difficulty. 
(Price not available at press time.) 

Bastion Press 

Ever wonder what goes on behind 
locked guild doors? Jim Butler’s 
Bastion Press swings to the rescue 
with GuHdcraft a 96-page full-color 
softcover sourcebook that details the 
powers and privileges of guild mem¬ 
bership. For a mere $2^.95, the 
secret to greater prosperity for your 
character can finally be yours. 

Written by Peter Leitch, Chris 
Max field, Mark Somers and Australian 
RPGA demigod “Uncle" Wes Nicholson, 
Gutfdcraft hits stores in November. 

Green Ronin Publishing 

Fans of Green Ronin's Freeport, the 
first city of dao gaming, will want to 


check out Denizens of Freeport, a 96- 
page softcover guide to some of the 
most interesting and dangerous louts 
to drop anchor in the infamous haven 
of pirates and cutthroats. Like all 
Freeport accessories, Denizens is 
maximized for customization, so look 
for ready-to-use NPCs appropriate to 
any fantasy setting [but expect a fair 
number of talking parrots and blood¬ 
thirsty cultists). 

In October, Green Ronin unleashed 
Mutants Dt Masterminds, which 
brought the familiar Open Gaming 
rules mechanics to superheroic gam¬ 
ing. In December's Freedom City, 
M&tM designer Steve Kenson pres¬ 
ents a four-color metropolis brimming 
with dastardly villains and upstanding 
heroes. No superhero campaign is 
compiete without buildings to destroy 
and bad guys to beat into oblivion, 
both of which are helpfully provided 
in this tome. The 192-page hardcover 
sourcebook costs $32.95. 

Mongoose Publishing 

Mongoose slows down their schedule 
in November, publishing only five 
products. Highlights include The 
Mega-Cities: Brit-CIt, a sourcebook 
for the Judge Dredd RPG and the 
Quintessential Druid, the latest in a 
very popular series of cl ass-based 
books. Compietists will want to keep 
an eye out for Uitimate Feats Volume 
7, a host of new feats coupled with a 
selection of cool examples from 
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dozens of dao System sourcebooks 
published by a variety of companies. 

Mystic Eye Games 

Beyond the Walls, a i28-page entry in 
MEG s Foul Locales series of location- 
based sourcebooks, offers a collection 
of dangerous spots far from the city 
gates. The creatures and locations 
detailed in Beyond the Walls may cost 
your players the lives of their favorite 
characters, but they’ll only cost you 
$ 16 . 95 . 

Necromancer Games 

First Edition-feelers Necromancer 
Games put their money where their 
slogan is with the Tome of Horrors, a 
30o+-page hardcover rulebook that 
brings classic First Edirion AD&tD 
monsters to the new edition for the 
very first time. Fans of off-beat old 
school monsters like the aerial servant 
or the lurker above are encouraged to 
bring $29.95 their local retailer In 
November. (Ftumph included.) 

Sword &f Sorcery Studios 

At Gen Con, White Wolf s Sword &t 
Sorcery Studios released the 
FverQuest Roleplaying Game, a pen- 
and-paper adaptation of the world's 
most popular computer MMORPG 
(thafs "Massively Multiplayer Online 
Roleplaying Game" for those of you 
still hibernating under musty copies of 
77 te Strategic Review). The game uses 
the Open Gaming license, which 
means if you know how to play D&tD, 
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and Factions systems to the traditional 
rolepiaying environment, and much 
more. At 256 full-color pages, the 
Game Masters Guide clocks in ar 
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you'll pick up the EverQuest game in 
no time. 

In December, SSS unleashes the 
Game Masters Guide, which at long 
last allows you, an actual player of the 
game, to take the role of monsters and 


villains who battle fantasy inspired 
heroes played by other players. The 
tabletop will never again be the same. 

The book includes hundreds of 
magic items, rules on bringing online 
concepts like the original game's Quest 
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Trend Tracker: Quirky fantasy Settings 

From naval supplements to class books to race books to superhero games, the dso indi 
to fads, A casual perusal of Gen Con offerings suggests that in a market glutted with 
□rated products, the next big thing might just be slightly off-kilter campaign settings, \ 
some recent offerings: 
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Nyambe: Chris Dolunt's Nyambe, published by dao pioneer Atlas Games, melds the 
myths and legends of Africa with high fantasy conventions to create a truly unique 
fantasy setting. Many companies have produced half-hearted artemprs at the genre, but 
Nyambe, weighing in at more than 250 pages, is the real deal Don a ceremonial mask 
dedicated to your chosen orisha (spirit), grab a spear of heart piercing, and set out on 
the Trail of a deadly ngojama demon. Tell 'em Poly sent you, (www,nyambe,com) 


ewMaiMiiHT 






Oafhbound: Created by Greg Dent, Jim Butler, and Todd Morasch, Oathbound details 
the Forge, a pastiche world made up of lands and cultures from around the multiverse 
lorded over by the four-horned Feathered Fowl, servitors of a long-forgotten god. The 
Forge serves as the lost god's prison and the Fowl, his former servitors, hope to break 
his enslavement by bringing “the greatest of the grand” (your player characters and 
their enemies) to their mysterious, war-torn refuge, {www,b 3 stionpress,com) 


Midnight: Fantasy Right Games has spent the past couple years quietly churning out 
popular hardcovers like Traps &t Treachery and Oragonstar, At Gen Con, they revealed 
Midnight, a new fantasy setting set to release in early 2003, Midnight is pitch-dark, bleak 
fantasy set in a world in which heroes are condemned, the gods are dead, and agents of 
darkness called the Night Kings scour the land. Naturally, good guys are needed more 
than ever. If the nasty, evil Sauron scenes from FeHowship of the Ring set your heart 
atwitter. keep your eyes on Fantasy Flight in the months to come. 































































d20 innovation 

Alert Factor 

by Mike Mearls 
illustratjofi by Stan Shaw 


The sound of a wooden door splintering into pieces 

ECHOED DOWN THE COID^ STONE CORRIDOR* Soon after, shouted 
battle cries and the death screams of ore warriors resonated through 
the dungeon. Barrashka looked up from the card game with a snort. 

''Sounds like Gedra's (joys are getting a sound kickingl' the ore war¬ 
rior snarled. 

"Shouldn't we go help 'em?” asked Blorg, fiis heady eyes peeking over 
the poker hand that he held, as usual, card faces outward. 

a moment to consider the ogre's 
before glaring at the hulking brute. 

"You're new here, kid. You didn't even know how to hold your cards 
right, so Tm going to go easy on you this time. The big koss said we 
stay here, play cards, and wait until those two humans, the dwarf 
with the hig hammer, and the robed elf show up. Then we fight them. 
He didn't say nothing about helping out Gedra." 

"But if we ganged up on them..." 

"He didn't say nothing about it Now/ if you're done asking stupid 
questions, I fold" the ore said as he tossed his cards on the table. 

Blorg frowned as the other ores followed suit. He didn't know what 
was worse, watching everyone fold every time he got a half-decent 
hand or the crummy pay this job netted him. 


straight flush 


Barrashka paused for 


Dungeons are a srapie of fantasy 
gaming because of Their modular 
nature. The dungeon map serves as a 
sort of flow chart, allowing GMs To see 
at a glance where the PCs are In an 
adventure, where they have been, and 
whar lies ahead. This can lead to some 
rather strange situations. If a fight 
breaks out in room i, do the monsters 
in room 2 sit there and ignore the 
noise? And if the monsters In room 2 
actually do something, what about the 
monsters in room 3? Any attempt to 
build a series of relationships that links 
actions in one room to a response in 
another can lead to a tangled web of 
events and possibilities. 


Enter Alert Factor, A dungeon's Alert 
Factor is a numerical measure of the 
preparation and activiiy in a dungeon 
room. Making lots of noise, casting a 
spell, or otherwise causing a distur¬ 
bance in a dungeon room causes the 
Alert Factor of the area around it to 
rise, reflecting the preparations and 
actions of the dungeon's inhabitants. 
Rather than build a complex series of 
relationships between encounter areas. 
Alert Factor allows you to create a 
standardized list of actions that cause 
changes to a dungeon’s status and 
apply Those changes to each room 
quickly and easily. 

Alert Factor was originally presented 
in Fiery Dragon Productions' To Stand 


on Hallowed Ground and was subse¬ 
quently used in PDF's The Giant’s Skull. 
Both adventures represent the type of 
scenario that best utilizes Alert Factor- 
scenarios that require stealth or set the 
PCs against an organized, military 
encampment. 

That said, any type of dungeon 
benefits from a dose of Alert Factor, 
The primary strength of this system lies 
in the flexible, dynamic environments it 
allows you to build. A dungeon becomes 
a much more dangerous environment if 
one wrong step by the PCs calls a 
horde of monsters down upon them. 
Alert Factor forces the PCs to consider 
their actions more carefully and apply 
better tactics than simple charges 
backed up with volleys of fireballs and 
cones of cold. If such actions alert the 
entire dungeon to their presence, the 
PCs now must fight every monster in 
the dungeon at once, rather than a 
room at a time. 

Alert Factor is an excellent tool when 
you want to create a scenario that 
Involves stealth or trickery. The threat 
of an overpowering assault forces PCs 
TO proceed through an adventure with 
caution, vigilant against making too 
much noise and drawing the enemy 
upon them. Alert Factor also rewards 
clever play. By using a diversion, the 
PCs can cause a temple's guards to 
charge from their posts to investigate a 
loud noise or the sounds of battle, 
clearing the path for a quick advance 
into the inner sanctum. Best of all, the 
options and tactical concerns Alert 
Factor introduces into an adventure 
come with a minimum of effort. 

Using Alert Factor 

Alert Factor is a numerical rating of a 
dungeon inhabitants' preparation and 
activity. Each room or region of a 
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dungeon has a separate Alert Factor 
rating. A high Alert Factor indicates the 
monsters are ready for action or have 
taken steps to repel invaders. A low 
Alert Factor shows that the monsters 
are unaware oF attackers. They con¬ 
tinue with their daily routine and are 
unprepared for an assault. 

Starting Alert Factor 

When designing a dungeon, use the 
Alert Factor table to judge the starting 
rating for different encounter areas. 
For example, a guardroom positioned 
near the dungeon entrance may have 
an Alert Factor of lo, reflecting the 
guards' awareness and preparation for 
combat. On The other hand, a watch 
post near the rear of a dungeon or 
positioned at a rarely used entrance 
may have an Alert Factor of o, as the 
warriors stationed there do not expect 
trouble. Generally speaking, no area 
should begin with an Alert Factor of 15 
or above. Such a level of readiness 
wastes spells and is too stressful to 
maintain for long stretches of time. 

You don't need to assign a rating to 
every room. Just focus on the ones 
that are integral to the dungeon s 
defenses. 

Increasing Alert Factor 

Depending on the character s actions, 
the Alert Factor of a dungeon changes 
over time. Generally speaking, Alert 

Alert 

Factor Status 

Monsters continue with 
business as usual. They 
sense nothing amiss and 
go through their normal 
routine. 

5—9 The room's inhabitants 

are edgy and on alert. 

10-1^ The room's inhabitants 

prepare weapons and 
expect an attack. 

15-19 The dungeon is in full 

alert. Warriors and other 
combatants Take proacTive 
sreps TO repel invaders, 
such as erecting barri 
cades in hallways, prepar¬ 
ing ambushes, and so on. 

20+ Complete combat footing. 

The inhabitants expect an 
attack within moments 
and stand ready to repel 
invaders. 


Factor modifiers break down into two 
types, major events and minor events. 

Major events are loud noises or 
obvious signs that the dungeon complex 
is under attack. The sound of combat, a 
loud explosion, or a runner sent to 
warn areas of the dungeon of 
approaching intruders all serve as 
major events. A major event causes a 
room's Alert Factor to increase by at 
least 5 points. 


Starting 

Alert Factor Example 

Typical dungeon room. 
Inattentive or bored 
guards. Kitchen, living 
area, or non-military area. 

5-9 Typical guard areas. 

Guards stationed near a 
chief, important officer, 
treasury, or other valu¬ 
able target. Living quar¬ 
ters for elite guards, 
hunters, or other well- 
trained units. 

10 “ 14 Front-line guard room. 

Elite sentries. Guards 
positioned in a 
watchtower. 


Minor events are noises that do not 
necessarily indicate combat, such as a 
loud argument or out of the ordinary 
events that draw the dungeon inhabi¬ 
tants’ attention. For example, a rogue 
disguised as an ore talks his way past 
the guard bur arouses some suspicion, 
as none of The guards recognize him. 
Even with a successful Bluff check, the 
rogue's appearance deviates from the 
dungeon's normal routine and prompts 
the guards to be a bit more vigilant. 
Minor events increase a room's Alert 
Factor by 5 or less. 

The events that alter Alert Factor 
should be tailored to the location. For 
example, in a temple that serves as a 
front for a diabolical cult, a cleric 
wearing a holy symbol to a good deity 
increases the area’s Alert Factor, as the 
guards suspect the interlopers must be 


Alert Factor 


Action 

Modifier 

Alarm horn or bell 

+10 

Warning of attack 


from messenger 

+10 

Sounds of a fight 

+5 

Loud spell 


( ttreball, Hghrn 'mg bolt) 

+5 

Loud, unfamiliar voices 

+2 

Out of place or odd visitor +2 





































up to no good (or, in this case, up to 
good). The general character of an area 
should increase or decrease the affect 
events have on Alert Factor. A highly 
militarized tribe of hobgoblins aggres¬ 
sively responds to signs of trouble, 
while a gang of lazy, thickheaded ogres 
pay little mind to even the most obvious 
warning signs. As a rule of thumb, 
increase any Alert Factor modifier by 
+2 to +5 if The dungeon is dominated 
by lawful or aggressive creatures. 
Reduce the modifiers by -2 to -5 if the 
area is inhabited by chaotic or lazy 
creatures. 

In order for an area's Alert Factor 
to change, its inhabitants must either 
hear or be aware of the Factors that 
can modify it. To add a random touch 
to Alert Factor, use the rules pre¬ 
sented under the Listen skill to deter¬ 
mine if the monsters in a particular 
room hear a noise. Make this check 
each round the party makes a noise 
the monsters may hear. Otherwise, 
assume the monsters roll a 10 on their 
check and determine in advance if 
noise in a room can affect the Alert 
Factor In surrounding areas. 

Decreasing Alert Factor 

Over time, an area’s Alert Factor drops 
as the threat of battle passes and life 
returns to normal For every 30 
minutes after an area's Alert Factor 
increases, reduce its Alert Factor by 1 
to a minimum of its starting rating. As 
time passes without an attack, the 
guards lose their edge and grow bored. 
Eventually, the area's normal routine 
swings back into motion. 

Effects of Alert Factor 

Monsters gain a competence bonus or 
penalty on their Listen, Sense Motive, 
and Spot checks based on their current 
Alert Factor, These modifiers also apply 
to initiative, reflecting the preparation 
of the dungeon's inhabitants. They 
expect trouble and are ready to react 
to it. 


Alert 

Competence 

Factor 

Modifier 

0 -^ 

-2 

5-9 

+0 

10 “H 

+1 

15-19 

+2 

20+ 



In addition to gaining benefits or 
penalties to their skills, a dungeon's 
inhabitants cast spells, prepare weapons 
and armor, and ready themselves for 
combat as Alert Factor climbs. 

Other Effects of Alert Factor 

In addition to preparing for battle, the 
inhabitants of a dungeon move forward 
to support defenders, prepare 
ambushes, and take proactive measures 
to repel intruders. The following list 
covers some actions monsters may take 
as Alert Factor rises. 

Creatures stationed In the rear areas 
of 3 dungeon move forward to attack. 
After taking time to don armor and 
ready weapons, they run forward to 
man guard positions, 

Spellcasters use sending and similar 
magic to contact patrols, hunting par¬ 
ties, or allies, calling them to the dun¬ 
geon to aid in its defense. 

Soldiers move to prepare flanking 
actions against attackers. 

The monsters arm traps in well-trav¬ 
eled areas where a tripwire or pit trap 
would normally pose too much of a 
danger to the dungeon's inhabitants. 

A diabolical villain grabs a captured 
peasant to use as a hostage if the PCs 
penetrate his lair. 

As you can see. Alert Factor covers 
a wide range of actions. Put yourself 
in the shoes of your local arch-villain 
and think about what actions your 
underlings would take to prepare for 
an attack. 

Practical Concerns 

You can take a few simple steps To 
make this system very easy to imple¬ 
ment and manage. 

Use a sheet of paper to construct an 
Alert Factor chart. List each room and 
its starting Alert Factor. As the charac¬ 
ters take actions, cast spells, and 
engage in fights, note changes to Alert 
Factor on your sheet. 

When writing up the notes for a dun¬ 
geon room or area, make notes within 
the room's description about changes 
due to Alert Factor For instance, if the 
monsters in room 19 move to room 6 
when their Alert Factor rises above lo, 
note that in room 6's description. When 
the PCs reach that area, you need only 
glance at your worksheet to modify the 
room's description. In addition, note in 
room that on an Alert Factor of 10 or 
higher, the monsters are no longer there. 


Alert 

Factor Status 

0-4 Combatants do not have 

weapons, armor, or shields 
worn or ready. Spell- 
casters have no spells 
p re-cast. 

5-9 Combatants wear armor 

and carry shields, but keep 
weapons sheathed. 
Spellcasters use any 
defensive or otherwise 
useful spells with a dura¬ 
tion of at least 4 hours. 

10-14 Combatants wear armor 

and carry shields, but keep 
weapons sheathed. 
Crossbows are kept 
loaded. Spellcasters use 
any defensive or other¬ 
wise useful spells with a 
duration of at least 1 hour, 

15-19 Combatants wear armor 

and carry shields, but keep 
weapons sheathed. 
Crossbows are kept 
loaded. All monsters take 
advantage of available 
cover and move Into 
ambush positions, if appli¬ 
cable, Spellcasters use any 
defensive or otherwise 
useful spells with a dura¬ 
tion of at least 30 minutes. 

20+ Combatants wear armor, 

carry shields, and keep 
weapons readied. 
Crossbows are kept 
loaded. All monsters 
take advantage of available 
cover and move into 
ambush positions, if appli 
cable. All creatures capa¬ 
ble of a range attack have 
an action readied to fire at 
anyone entering their 
room or area or have 
actions readied to brace 
spears or polearms against 
chargers. Spellcasters use 
all defensive and other¬ 
wise useful spells. 

If the creatures in a given room 
change their tactics or positions but 
remain in that room, note that in the 
room description. This allows you ro 
glance at your worksheet and pick out 
which set of notes to work from. 
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MECHfl CRUSADE 

Imagine you could put on a massive suit made of bullet¬ 
proof metal that multiplied your strength by ten. Add a 
laser cannon on your shoulder and jet thrusters on your 
boots. Take a sword made of pure energy and a visor that 
sees through walls. All of a sudden, you Ve a completely 
different person. That's the promise of the AAecha Crusade 
d20 System Mini-Game: transformation into a walking, 
talking, high-tech giant. 

In this game, inspired by Japanese comicbooks and car¬ 
toons about giant suits of powered armor,you get to play 
with the big toys. You'll have a Strength score of 40. You'll fly 
faster than a jet fighter. Every time you fire your laser can¬ 
non, a cascade of six-sided dice will hit the gaming table. 

Your friends have powered armor like yours, and you can 
transform your suits to form a truly immense robot capable 
of leveling cities. But your enemies have armor suits, too. 

Mecha Crusade requires the d20 Modern rotep!ayir}g 
game to play 


The Hlecha Genre 

Mecha is a science fiction genre, mostly Japanese, that 
tells stories about people who pilot giant suits of pow¬ 
ered armor. Often the armor sports sci-fi weaponry and 
can transform Itself, adding and subtracting weapons and 
other features to fit the task at hand. Occasionally there'll 
be a robot braIn, not a human pilot, at the center of the 
armor suit. But usually in the head or chest of the mecha 
suit is a pilot in a jumpsuit, operating complicated con¬ 
trols that make the mecha walk, talk, and fight. 

You've probably seen some Japanese mecha cartoons: 
Mobile Suit Cundam, Gundam Wing, Voltron, Robotech, and 
Heavy Gear are all good examples of mecha. Star Blazers has 
some mecha aspects, and the Transformers cartoon is basi¬ 
cally mecha with robots rather than human pilots. 

High-tech robot suits are hardly unique to Japanese 
comic books and cartoons. The iron Man comic book tells 
the tale of a wealthy industrialist wearing high-tech 
armor,for example. Like a lot of science fiction, the mecha 
































genre extends an existing trend into the future. As long 
as there's been violence, there's been the urge to protect 
oneself against it. Cavemen covered themselves in animal 
hides, centurions carried shields* and knights wore* well, 
shining armor. In the 19th century, naval architects started 
putting sheets of metal on ship hulls, in the 20th century, 
inventors wrapped a cannon in armor plating and put it 
on tank treads.The mecha genre brings the knight in 
shining armor and the Sherman tank crew into the 
future. Your lance is made of pure plasma, and your armor 
is made of megatanium* but you are absolutely the culmi¬ 
nation of that warrior tradition. 

Another trope of the mecha genre is the mix of man and 
machine. Your character will spend much of his time in his 
mecha suit—so much so that you might as well come with 
a special character sheet for when you’re in your mecha* 
Success on the battlefield depends on making both 
machine and man function at their best. When your char¬ 
acter talks to or fights another mecha, he can't be sure 
who—if anyone—Is Inside the matrix of fiber-optic cable, 
powerful servomotors, and ultradense armor plating. 

Finally, because most mecha comes from Japanese 
anime cartoons, Mecha Crusade has many of the same 
genre conventions as anime. The heroes are generally 
young, often still in high school.There's a lot of attention 
paid to romance and relationships—a juxtaposition that 
RPG writer Ken Hite once called "Dear Diary; I saved the 
world today, and Rick likes me!" 


pistols and plasma rifles, for example—to enable adven¬ 
tures In which your characters have no access to mechas. 

Chapter 4; The Mecha Crusade Crusade. This example 
campaign setting features the outbreak of war between 
Earth and its far-flung solar system colonies. An increasing¬ 
ly authoritarian world government, responding to ecologi¬ 
cal and political crises, demands more and more from thriv¬ 
ing settlements on the Moon, Mars, the Asteroid Belt, and 
Jupiter's moons. The colonists rebel against what they see 
as heavy-handed repression, and everyone mobilizes for 
war. Characters represent the best and brightest of either 
side in the conflict—or they can be mercenary mecha 
pilots, offering their services to the highest-bidding faction. 
Sample mechas are included. This chapter also discusses 
some more off-beat approaches to mecha campaigns. 

Tti8 d2D modem Rules 

If a particular topic isn't covered, simply refer to the newly 
released d20 Modern Roieplaying Game. Because we want¬ 
ed to cram as much rnecha-specific stuff in here as possi¬ 
ble, we've intentionally given only a light treatment of 
other topics, and we've avoided restating rules covered 
there. The d20 Modern rules should have the answers to 
anything left unstated or unclear in Mecha Crusade. 

In particular, this game wouldn't exist without the 
authors of d 20 Modern: Bill Slavicsek, Jeff Grubb, Rich 
Redman, and Charles Ryan.They've created a set of rules 
that easily transformed into the game you're reading now. 


UJhat's In tha Game 

Mecha Crusade has everything you need to start your own 
mecha-based adventures. 

Chapter 1: Characters. Al I of the basic and advanced 
classes described in the d20 Modern Roleplaying Came are 
at your disposal, and we introduce six new ones: The 
mecha ace, mecha shock trooper, cyborg, sleeper agent, 
wing captain, and weapons designer. Likewise, the feats 
and skills from d20 Modern function normally, but Mecha 
Crusade offers a few new ways to use your skills and a 
smattering of new feats. 

Chapter 2: Building a Mecha. This is the heart of the 
Mecha Crusade rules, a system for building your own 
mechas, from small scout mechas loaded with chameleon 
skin and stealth technology to armored leviathans so 
massive that the earth shudders with their every step. By 
combining different mecha parts, you can create the 
mecha of your dreams—provided your requisition budget 
can handle it. 

Chapter 31 Running Mecha Crusade.Th\s chapter covers 
special situations, mostly new combat rules important to 
mechas. Rules for homing missiles, flying mechas, and com¬ 
bining mechas into immense metabots are included here. 
There's also enough high-tech personal weaponry—laser 


Prepare for Launch 

If you're a player new to Mecha Crusade, simply create a 
character according to the rules in the dio Modern 
Roieplaying Game, paying attention to the feats and skills 
described in Chapter i of this game. In particular, you'll 
want to take the Mecha Operation feat; moving and 
fighting in a Mecha can be frustrating without it. 

Your Gamemaster (GM) will give you a budget in build 
points (bp) for your first mecha. Read Chapter 2 as you 
construct your mecha.Then skim the topics covered in 
Chapter 3 and you're ready to play! 






































Mecha pilots are as diverse as the 

MACHINES THEY CONTROL. Some are grizzled 

military veteransf others are brilliant scientists , and 
still others are highly trained teenagers who balance 
normaJ sturfies with a secret life as a mecha pilot 
The six basic hero classes and the twelve advanced 
classes presented in the d20 Modern Roleplaymg Gome 
are all appropriate for Mecha Crusade. Specifically, the 
standard game's advanced classes look like this m the 
futuristic example setting, which posits a war between 
Earth and her solar colonies: 

Soldier: Earth has a large standing army of "peacekeep¬ 
ers/'and each of the colonies has a smaller security force. 
Martial Artist: Various schools of hand-to-hand combat 
are as common in the future as they are today. 

Gunslinger; In the future, handguns are somewhat less 
Important for personal protection than they are today. 
Still, many criminal syndicates and police forces, both on 
Earth and among the colonies, employ Gunslingers. 

Infiltrator: Corporate espionage is rampant in 2053, $0 
Infiltrators are common* Many seek to steal plans for new 
mecha prototypes and experimental components. 

Daredevil: Holovid entertainment is as popular in the 
2050s as television is today. While special effects can sim¬ 
ulate most dangerous spectacles, audiences like to see 
entertainers put life and limb at risk. Daredevils are more 
rare than in the early part of the 20th century, however* 
Bodyguard: From captains of industry to importarit polit¬ 
ical figures, many luminaries need protecting from the 
crime, terrorism, and warfare that are rampant in 2053. 

Field Scientist: Especially among the colonies. Field 



Scientists are common, because most scientific research is 
done In lonely outposts somewhere in the solar system. 

Techie: Technology is more important than ever, and 
most people rely utterly on the machines around them to 
get the necessities of life* On the colonies, you can't 
breathe, grow food, or walk around without at least some 
assistance from machines. And when the most important 
units on a battlefield are high-tech suits of powered 
armor, technology is paramount there, too* 

Field Medic: Life is cheap among the security forces, 
especially on Earth, but elite units generally employ Field 
Medics to keep well-trained troopers alive to fight again* 
Investigator: Crime is as common in the future as it is 
today. While Investigators rarely pilot mechas, their Inves¬ 
tigations may bring them in pursuit of criminals who 
can't be apprehended any other way* 

Personality: While the cult of celebrity Isn't as strong In 
2053 as it is in the early pa rt of the century, many holovid 
stars, musicians, and politicians are known across the 
solar system. As the war progresses, some mecha pilots 
may become celebrities themselves. 

Negotiator: Though war has erupted between the 
colonies and Earth, delicate negotiations between the two 
factions continue. And among the colonies, there's a lot of 
negotiation required just to keep the lunar colonies, Martian 
colonies, and more far-flung outposts working together, 

MEW aPyUNCED CUSSES 

None of the above classes overtly help you pilot a mecha, 
although you can do so by making wise feat and skill 
choices. The following advanced classes are designed to 
make good mecha pilots regardless of the character's 
other interests. They all have access to the Pilot skill and 
various mecha feats (also described below), 

mecha Shocl^ Trooper 

Among mecha pilots, the Mecha Shock Troopers are 
regarded as brave^—or suicidal. Piloting fast mechas 
designed for melee combat, Shock Troopers close with the 
enemy as quickly as possible, then use their high-tech 
weapons to destroy their foes* It takes great courage to 
fly toward a squad of plasma cannons when everyone 




















































Shock Trooper 


else is running away, but that's the job of a Shock Trooper. 
Physical prowess is paramount for the Shock Trooper, who 
relies on his amplified muscles and reflexes to survive on 
the high-tech battlefield. 

Select this advanced class if you want your character to 
excel in mecha-vs.-mecha melee combat and the physical 
aspects of mecha operation. 

The fastest path into this advanced class is from the 
Strong hero basic class, though other paths are possible. 


Reouihements 

To qualify to become a Mecha Shock Trooper, a character 
must fulfill the following criteria: 

Base Attack Bonus: +3. 

Skills: Knowledge (mecha) 3 ranks. 

Feat: Mecha Operation. 

Class Information 

The following information pertains to the Mecha Shock 
Trooper advanced class. 

Hit Die 

The Mecha Shock Trooper gains idio hit points per level. 
The character's Constitution modifier applies. 

Action Points 

The Mecha Shock Trooper gains a number of action points 
equal to 6 + one-half his character level, rounded down, 
every time he attains a new level in this class. 



Class Skills 

The Mecha Shock Trooper's class skills are as follows. 

Computer Use (Int), Drive (Dex), Intimidate (Cha), Jump 
(Str), Knowledge (current events, mecha, popular culture, 
tactics) (Int), Listen (Wis), Pilot (Dex), Profession (Wis), 
Read/Write Language (none), Repair (int), Speak Language 
(none), Spot (Wis), Tumble (Dex). 

Skill Points at Each Level: 3 + Int modifier. 


Class Features 

All of the following are class features of the Mecha Shock 
Trooper advanced class: 

Mecha Weapons Proficiency: The Mecha Shock Trooper 
gains Mecha Weapons Proficiency as a bonus feat. 

Bonus Feats: At ist, 5th, and 9th level, a Mecha Shock 
Trooper gets a bonus feat. The bonus feat must be selected 


from the following list, and the Mecha Shock Trooper must 
meet all the prerequisites of the feat to select it: 


Tasle The Mecha Shock Trooper 


Class Level 

Base Attack 
Bonus 

Fort 


Will 


Defense Bonus 

Reputation Bonus 

TSt 

+1 

+2 

+0 

-HO 

Bonus feats 

+1 

41 

2nd 

+2 

+3 

+0 

-HO 

Weapon Specialization 

4*2 

41 

3rd 

+3 

+3 

+^ 

+1 

Extra melee damage 

+2 

41 

4th 

+4 

+4 

+1 

+1 

Knockdown 

+3 

42 

5th 

+5 

+4 

+1 

+1 

Bonus feat 

+4 

42 

6th 

+6 

+s 

+2 

+2 

Improved Crab 

+4 

42 

7th 

+7 

+5 

+2 

+2 

Topple 

+5 

+3 

8th 

+8 

+6 

+2 

+2 

Shield block 

4-6 

+3 

9th 

+9 

+6 

+3 

+3 

Bonus feat 

-e6 

+3 

10th 

+10 

+7 

+3 

+3 

Supreme Critical 

+7 

44 
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Acrobatic, Combat Reflexes, Combat Throw, Elusive 
Target, Improved Combat Throw, Unbalance Opponent, 
Weapon Focus (any mecha melee weapon). 

Weapon Speciaitzation: At 2nd level, a Mecha Shock 
Trooper gains weapon specialization with a specific melee 
weapon that he also has applied the Weapon Focus feat 
or class feature to. You get a +2 bonus on damage rolls 
with the chosen weapon. 

Extra Melee Damages A jrd-level Shock Trooper is par¬ 
ticularly adept at attacking other mechas with melee 
weapons. Additionally, slam attacks made with the 
mecha's fists deal damage as if the mecha were one size 
larger than it actually Is (Large mechas deal 2d6 points of 
damage. Huge mechas deal zdS points of damage, and so 
on}. A 3rd-[evel Mecha Shock Trooper piloting a Colossal 
mecha deals 4d8 points of damage. 

Knockdown: When the Mecha Shock Trooper makes a 
bull rush attempt and pushes his foe back at least 4 
meters, he can forego 2 meters of the push to make a 
trip attempt against that foe that 
doesn't provoke an attack of 
opportunity. The trip attempt 
occurs at the end of the movement 
from the push. Each additional 2 
meters of push the Mecha Shock 
Trooper foregoes grants a +2 cir¬ 
cumstance bonus to the trip 
attempt, but the bull rush must still 
move the foe at least 2 meters. 

For example. If the Mecha Shock Trooper 
beats his foe's Strength check by lo points, 
he can push the foe back a total of 6 meters (2 meters for 
succeeding, and an additional 2 meters for each 5 points 
by which he won the Strength check). He also could push 
his foe back 4 meters, then make a trip attempt, or push 
his foe back 2 meters, then make a trip attempt with a 
+2 circumstance bonus. 

Improved Grab: At 6th level, the Mecha Shock Trooper 
gains the Improved Grab extraordinary ability whenever 
he is piloting a mecha. improved grab works only on 
opponents at least one size smaller than the Shock 
Trooper's mecha. For more Information on Improved Grab, 
see Chapter 8 of the d20 Modern Roleptaymg Garr^e. 

Topple: At 3rd level, the Mecha Shock Trooper has 
become adept at knocking other mechas prone, pushing 
them beyond what their gyroscopes and Inertial compen¬ 
sators can compensate for. If the Mecha Shock Trooper 
scores a critical hit in melee against another mecha, that 
mecha's pilot must succeed at a Reflex saving throw (DC 
equal to damage dealt) or fall prone. A toppled mecha 
also takes damage normally and is subject to the critical 
hit normally (see Chapter 3 of Mecha Crusade for rules on 
critical hits against mechas). 


ShieJd Block: Against melee attacks, the shield compo¬ 
nent of an 8th-level Mecha Shock Trooper is more effec¬ 
tive because the Trooper can anticipate the likely melee 
attacks In any combat situation,The equipment bonus to 
Defense that a shield component provides is doubled 
against melee attacks. For example, a Mecha Shock 
Trooper with a Barricade shield gains a +i6 equipment 
bonus to Defense against melee attacks and retains the 
shield's normal +8 equipment bonus to Defense against 
ranged attacks. 

Supreme Criticah When a loth-level Mecha Shock 
Trooper scores a critical hit in melee against another 
mecha, he can roll twice on the critical hit table (in 
Chapter 3 of Mecha Crusade), then take the result he likes, 

fnachd Pee 

The sheer delight of flying across the sky, the icy calm 
when you've got a target in your sights, and the cama¬ 
raderie of your squadron after a battle—those are the 

highest virtues of the Mecha Ace. 

The Mecha Ace is a pilot who 
concentrates on the art of the 
maneuver. He Is capable of graceful 
swoops, blindly fast evasive maneu¬ 
vers, and unerring interceptions. 
Ranged weapons are his favorites; he 
likes to deal death from an imperson¬ 
al distance. Perfect hand-eye coordina¬ 
tion Is taken for granted among Mecha 
Aces, who alternately impress and infuriate 
other mecha pilots with their bravado. 

Select this class if you want to fly better than anyone 
else, and if you want lasers, plasma cannons, and guided 
missiles to be your weapons of choice. You have all the 
derring-do of the World War I fighter ace, brought into 
the 21st century. 

Most Mecha Aces were once Fast heroes, although a 
significant number were Charismatic heroes. 

Reouirements 

To qualify to become a Mecha Ace, a character must fulfill 
the following criteria: 

Skills: Pilot 6 ranks. 

Feat: Mecha Operation. 

Class Information 

The following information pertains to the Mecha Ace 
advanced class. 

Hit Die 

The Mecha Ace gains idio hit points per level,The charac¬ 
ter's Constitution modifier applies. 



















































Action Points 

The Mecha Ace gains a number of action points equal to 
6 + one-half his character level, rounded down, every time 


rolls with the mecha's ranged weapons. This bonus is +i at 
2nd level and increases by i every two levels thereafter (4th, 
6th, 8th, and 10th}, 


he attains a new level in this 
class. 

Class Skills 

The Mecha Ace's class skills are as 
follows. 

Bluff (Cha), Computer Use (Int), 
Drive (Dex), Gamble (Wis), 
Knowledge (current events, 
mecha, popular culture, street¬ 
wise} (Int), Navigation (Jnt), Pilot 
(Dex), Profession (Wis), 
Read/Write Language (none), 
Repair (Int), Sleight of Hand 
(Dex), Speak Language (none), 
Spot (Wis), Tumble (Dex). 


Skill Points at Each Level: 

5 + Int modifier 

Class Features 

All of the following are class fea¬ 
tures of the Mecha Ace advanced 
class: 

Mecha Dodge: A combination 
of quick, darting moves and raw 
velocity makes the Mecha Ace 
hard to hit. When flying in a 
mecha, the Mecha Ace gains a 
+2 dodge bonus to Defense, 
Familiarity: Starting at 2nd 
level, a Mecha Ace gains a bonus 
on Pilot and Repair checks when 
used on a mecha he designates 
as fa miliar. The same bonus is 
applied to the Mecha Ace's attack 


Mecha Ace 



To designate a mecha as familiar, the 
Mecha Ace must have operated it for at 
least three months. Minor changes and 
upgrades to the mecha don't affect 
familiarity, but if the Mecha Ace 
switches to a mecha with a different 
size,different base materiaf, dif¬ 
ferent flight system, or more 
than one new weapon, he 
must operate it for at least a 
month before he is familiar 
with it. The Mecha Ace can 
be familiar with only one 
mecha at a time. 

Fly-By Attack; When 
piloting a flying mecha, the 
Mecha Ace can take a move 
action (Including a dive) and 
an attack action at any 
point during the move. The 
Mecha Ace cannot take a 
second move action during 
a round when it makes a 
flyby attack. 

Evasive Action; At 
5th level, the Mecha Ace 
make a Pilot check to 
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lessen the damage dealt by 
a successful against his 
mecha. If the Pilot check 
exceeds the attack roll, the 
damage dealt to the 
Mecha Ace's mecha is 
halved (round fractions 
down, minimum of 1 point 
of damage). The Mecha 


Table 1-02:The Mecha Ace 

Attack 


Class Level 


Fart 

Ref 

Will 

Special 

Defense Bonus 

Reputation Bonus 

ist 

-l-O 

+0 

+2 

41 

Mecha Dodge 

41 

41 

2nd 

-HI 

4-0 

+3 

42 

Familiarity 4i 

41 

41 

yd 

+2 

4-1 

+3 

+2 

Fly-By Attack 

42 

42 

4th 

+3 

41 

+4 

42 

Familiarity 42 

42 

42 

5th 

+3 

4-1 

44 

+3 

Evasive Action 

+3 

+3 

6th 

+4 

42 

+5 

+3 

Famifiarity 43 

+3 

+3 

7th 

+5 

42 

+5 

+4 

Instinctive Maneuverability +4 

+ 4 ' 

8th 

+6 

42 

46 

+4 

Familiarity 44 

+4 

+4 

9th 

+6 

+3 

46 

+4 

Improved Evasive Action 45 


10th 

^7 

+3 

+7 

+5 

Familiarity 45 

+5 

+5 
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Improved Evasive Actions At 9th level, the Mecha Ace's 
evasive action improves. A successful Pilot check negates 
all damage dealt by the attack* 


Cyborg 



Ace can make an evasive action check once per round. 
Instinctive Maneuverability^ At 7th level, the Mecha Ace 
has an instinctive command of the vectored thrusters of 
his mecha* Any mecha he flies improves by one maneu¬ 
verability class. 


CgbOfS 

Most mecha pilots blur the line between man and 
machine. Cyborgs obliterate it. 

Cyborgs are soldiers—generally but not always mecha 
pilots—^who have a number of high-tech machines 
implanted directly into their bodies. A fusion of flesh and 
metal, Cyborgs rely on high-tech components to keep 
their organic parts functioning. As they progress in this 
character class, Cyborg characters acquire more and bet¬ 
ter machine components. By 10th level, a Cyborg may be 
more machine than man. 


Moreso than many character classes, Cyborg characters 
require some work on the part of the gamemaster. 
Whenever the Cyborg attains another character level, the 
gamemaster should provide the story justification for the 


Cyborg getting the surgery necessary to acquire more 
machine parts. Conversely, gamemaster and players need to 
accept the story conceit that Cyborgs only attain new cyber¬ 


netic parts when their character has attained a new level. 
Viewed from within the world of Mecha Crusade, Cyborg 
equipment is available at any time. Theoretically, any charac¬ 
ter can simply have the surgery done and install as much 
cyberware as he likes. But around the game table, it doesn't 
work that way, NorvCyborg characters aren’t interested in 
cyberware, and for some reason, Cyborgs only get cybernetic 
upgrades when they attain new levels. The story justifica¬ 
tion might be that the Cyborg character despises his cyber- 
ware, or maybe the surgery is so dangerous that Cyborgs 
need special clearances just to get new implants. 

Select this class if you want to be able to shrug off 
damage that would drop an ordinary character or 

es that no other character class 



access to special a 
has. But if you want to interact with NPCs, Cyborg isn't 
the class for you. 


Table 1-03: The Cyborg 


class Level 

Base Attack 
Bonus 

Port 

Ref 


Special 

Defense Bonus 

Bonus 

1st 

+0 

-P2 

+0 

+0 

Cyber ware 

+1 

-HO 

2nd 

+1 

+3 

+0 

+0 

Bonus feat 

+1 

-HO 

3 fd 

+2 


+1 

+1 

Cyberware 

+2 

+1 

4th 

+3 

+4 

-1-1 

-HI 

Cyber ware 

+2 

+1 

5th 

+3 

+4 

-»-1 

+1 

Bonus feat 

+3 

+1 

6th 

+4 

+5 

+2 

+2 

Cyber ware 

+3 

^2 

7th 


+5 

+2 

+2 

Cyberware 

+4 

+2 

Sth 

+6 

+6 

-K2 

+2 

Bonus feat 

+4 

+2 

gth 

-f-6 

+6 

+3 

+3 

Cyberware 

+5 

+3 

loth 

+7 

4^7 

+3 

+3 

Cyberware 

+5 

+3 
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Level + Con modifier Basic Cyberware 


Improved Cyberware 


1 

Vehicle I/O datajack (+4 equipment bonus on 
Pilot checks) 

na 

2 

Synthskin and composite bone (2 free taients, 
one each from the Damage Reduction and 
Energy Resistance talent trees) 

Improved vehicle datajack (as basic, but +6 
on Pilot checks and +4 on Repair checks) 

3 

Blood nanites (heals twice as fast as normal) 

Improved skin and bone (keep the two free 
talents and pick one more each from the 
Damage Reduction and Energy Resistance 
talent trees) 

4 

Retinal targeter (+i equipment bonus on 
ranged attacks) 

Improved blood nanites (heals ten times as 
fast as normal) 

5 

Robotic hand (id6 lethal slam attack,+2 
equipment bonus to Str) 

Improved retinal targeter (as basic, but -h 2 
bonus) 

6 

Servomotor augmentation [+2 equipment 
bonus to your choice of Str, Dex, or Con) 

Improved Robotic Hand (has claws that 
emerge from forearm as free action, deal idio 
lethal damage in melee; retain -h 2 Str bonus) 

7 

Full-spectrum sensor suite (gain benefit of 
Enigma sensors within 20 meters) 

Improved servomotors (as basic, but -•■4 
equipment bonus) 

8 

Adrenal booster (+4 Str, +4 Con, -2 Defense 
for 3 + Con modifer rounds, once per day) 

Improved full-spectrum (as basic, but 40 
meters) 

9 

Concealed laser pistol (laser generally 
emerges from hand or eye) 

Improved adrenal booster (as basic but three 
times per day) 

10+ 

Artificial body (character becomes construct 
but retains Int; HD become dios and cyborg 
gains 10 bonus hit points) 

Improved laser pistol (as basic, but equiva¬ 
lent to heavy laser pistol) 

Many Cyborgs were once Tough heroes, if only one-haff his character level, rou nded down, every time he 

because Tough heroes tend to appreciate the benefits of attains a new level In this class, 

the Cyborg lifestyle. 

Class Skills 


Requirements 

To qualify to become a Cyborg, a character must fulfill the 
following criteria: 

Base Attack Bonus: -^2. 

Feat: Endurance. 

Special: Must have been reduced to -i hit points or 
lower (generally during the battle that concluded the pre¬ 
vious adventure), then brought back to full health in a 
high-tech hospital. 

Class Information 

The following information pertains to the Cyborg 
advanced class. 

HiJ Die 

The Cyborg gains idio hit points per level.The character's 
Constitution modifier applies. 

Action Points 

The Cyborg gains a number of action points equal to 6 + 


The Cyborg's class skills are as follows. 

Computer Use (Int), Craft (electronic, pharmaceutical} 
(Int), Disguise (Cha), Drive (Dex), Knowledge (current 
events, mechas, technology), Pilot (Dex), Read/Write 
Language (none), Repair (Int), Speak Language (none), 
Treat Injury (Wis). 

Skill Points at Each Level: j 4 Int modifier. 

Class Features 

All of the following are class features of the Cyborg 
advanced class: 

Cyberware: Each time this class feature is earned, the 
cyborg gains a new cybernetic implant or receives an 
upgrade to an existing one.The cyborg chooses one piece 
of cyber ware from Table 1-04. His Cyborg level plus 
Consititution modifier determines which cyberware he 
can choose. The improved versions of the cyberware listed 
on Table 1-04 can be selected only if the basic version is 
already installed in the Cyborg character. He can't choose 




































the same cyberware twice, except for servomotor aug¬ 
mentation, which can be chosen up to three times (once 
each for Strength, Dexterity, and Consitftution). 

Each piece of cyberware installed grants a cumulative 
penalty to Charisma. Replacing basic cyberware with its 
Improved counterpart doesn't increase the Charisma penalty. 

Cyberware is visually obvious to even a casual observer. 
Cyborgs who try to fit into normal society use the Disguise 
skill to hide their implants (DC lo + 2 per cyberware}. 

Bonus Feats: At 2nd, 5th, and 8th level, a Cyborg gets a 
bonus feat. The bonus feat must be selected from the fol¬ 
lowing list, and the cyborg must meet all the prerequi¬ 
sites of the feat to select It: Alertness, Athletic, Blind- 
Fight, Builder, Cautious, Focused, Great Fortitude, 

Light ning Reflexes, Meticulous,Toughness. 


already. And naturally you relish the chance to test your 
designs firsthand. 

The Weapon Designer advanced class combines the 
ability to pilot a mecha with an unparalleled knowledge 
of what makes high-tech powered armor work. Though 
your focus is the weapons systems installed in your 
mecha, you're also adept at eking extra performance out 
of the mecha's control, servomotor, and flight systems. 

Select this class if you enjoy inventing new mecha com¬ 
ponents and '"souping up"your mecha. You'll be capable 
in a mecha fight, but you're vulnerable outside your suit. 

Smart heroes are the obvious candidates to become 
Weapon Designers, and other character classes will have 
to work hard to achieve the relatively difficult entry 
requirements. 


lUeapon Designer 

For the last five years, almost all military research and 
development money goes to one place: mechas. The giant 
robot suits are simply too overpowering and versatile on 
the battlefield to ignore. You're an up-and-coming scien¬ 
tist with several important components to your name 



Reouirements 

To qualify to become a weapon designer, a character must 
fulfill the following criteria: 

Skills: Computer Use 7 ranks, Craft (electronic) 7 ranks. 
Disable Device 5 ranks. 

Class Information 

The following Information pertains to the Weapon 
Designer advanced class. 

Hit Die 

The Weapon Designer gains id6 hit points per level. The 
character’s Constitution modifier applies. 

Action Points 

The Weapon Designer gains a number of action points 
equal to 6 + one-half his character level, rounded down, 
every time he attains a new level in this class. 

Class Skills 

The Weapon Designer's class skills are as follows. 

Computer Use (Int), Craft (electronic, mechanical) (Int), 
Demolitions (Int), Disable Device (Int), Drive (Dex), 
Knowledge (earth and life sciences, mechas, physical sci¬ 
ences, pop culture, technology) (Int), Navigate (fnt), Pilot 
(Dex), Profession (Wis), Read/Write Language (none). Repair 
(Int), Research (int). Search (fnt), Speak Language (none). 

Skill Points at Each Level: 7 + Int modifjer 


Class Features 
Ail of the foliowin 


are class features of the Weapon 


Designer advanced class: 

Bonus Feat: At 1st, 3rd, 5th, 7th, and 9th level, the Weapon 


Designer gets a bonus feat. The bonus feat must be select¬ 
ed from the following list, and the Weapon Designer must 
meet all the prerequisites of the feat to select It (feats with 










































an asterisk are new for Media Crusade and are described 
below}: Builder, Cautious, Combat Expertise, Control 
Disruption Attack*, Educated, Cearhead, Mecha Opefat^o^^ 
Mecha Weapons Proficiency*, Personal Firearms Proficiency, 
Plasma Overboost*, Point Blank Shot, Studious, 

Extreme AAecha Weaponry: At 2nd level, a Weapon 
Designer knows mecha technology well enough to push 
it beyond its tested limits. 

By spending i action point and making a Craft (elec¬ 
tronic) skill check, the Weapon Designer can temporarily 
improve a mecha weapon’s performance—at the risk of 
causing the mecha to need repairs later. The DC for the 
Craft check depends on the type of improvement being 
made, as shown on the table below. 


Improvement 

Crap DC 

Repair Chance (d%} 

-f-1 on damage 


01-25 

+2 on damage 

20 

01-50 

+3 on damage 

25 

01-75 

+2 m to range increment 

IS 

01-25 

+4 m to range increment 

25 

0 

0 

4-1 equipment bonus on attack 

20 

01-25 

+2 equipment bonus on attack 

25 

01-50 


+3 equipment bonus on attack 30 oi-75 


The Weapon Designer performs the extreme modifica^ 
tions in 1 hour. She can't take io or take 20 on this check. 
If the check succeeds, the improvement lasts for a num¬ 
ber of minutes equal to her weapon designer class level, 
beginning when the component is first used. The Weapon 
Designer selects the single improvement she wants to 
make prior to making the check. After the duration of the 
effect ends, the component reverts to its previous state 
and a repair chance percentile roll is made. The result of 
this roll Indicates whether or not the component requires 
repairs before it can be used again. 

Build Weapon System: Given time, a 4rd-level Weapon 
Designer can assemble weapon components out of off-the- 
shelf parts. Because mecha components aren't bought and 

Table 1-05:The Weapon Designer 
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sold on the open 
market, they're meas¬ 
ured in build points, 
which represent the 
amount of high-tech 
and experimental 
gear used to con¬ 
struct them. Most 
military units that employ 
mechas simply give their 
junior officers a budget in 
build points, and the officers 
requisition the right mecha 
components for the mission, 

A Weapon Designer can requisition basic components 
and combine them in unorthodox ways to get more bang 
for the build point. To build a weapon system, select a 
component from Chapter 2 of Mecha Crusode, then spend 
half its build point cost in build points and one-tenth its 
build point cost in experience points. For example, if 
you're trying to build a Dragon flame thrower (3,000 bp), 
it’ll cost you 1,500 buifd points and 300 XR It takes one 
day {more or less uninterrupted) to construct a weapon 
component for each 1,000 build points in its full cost. 

Extreme Mecha Thrusters: This class feature, attained at 


6th level, functions exactly as Extreme Mecha Weaponry 
above, except that ft allows the weapon designer to cus¬ 
tomize the flight systems on his mecha, according to the 
table below. 


Improvement 

Crap DC 

Repair 
Chance (d%) 

+2 equipment bonus on Pilot checks 

15 

01-25 

+4 equipment bonus on Pilot checks 

20 

01-50 

+6 equipment bonus on Pilot checks 

25 

01-75 

Improve maneuverability by 
one category 

2 S 

□1-25 

4-10 m bonus to fly speed 

15 

01-25 

4-20 m bonus to fiy speed 

25 

01-50 

4-40 m bonus to fly speed 

35 

01-75 


Base Attack 


C/asi Level 

Bonus 

Fort 

Ref 

Wz/J 

SjJeci a ^ De/en se Bo it u s: 

Ufa iron Bdzius 

ISt 

4-0 

4-0 

4-0 

4-2 

Bonus feat 

4-1 

4-0 

2nd 

4-1 

+0 

+0 

+3 

Extreme Mecha Weaponry 

4-1 

-HO 

3fd 

4-1 

4-1 

4-1 

+3 

Bonus feat 

+2 

4-1 

4th 

+2 

4-1 

4-1 

4-4 

Build Weapon System 

4-2 

4-1 

5th 

4-2 

4-1 

4-1 

+4 

Bonus feat 

4-3 

4-1 

6th 

+3 

+2 

4-2 

+5 

Extreme Mecha Thrusters 

+3 

+2 

7th 

+3 

4-2 

4-2 

+5 

Bonus feat 

+4 

4-2 

8th 

+4 

4^2 

4-2 

4-6 

Build Flight System 

+4 

4-2 

9th 

+4 

+3 

+3 

4-6 

Bonus feat 

+5 

+3 

loth 

+5 

+3 

+3 

+7 

Mecha Design Genius 

+5 

+3 
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!f repairs are needed after 
you've souped up the control sys¬ 
tems to get a bonus on Pilot 
checks, the mecha's controls still 
work, but poorly: take a -lo 
penalty on Pilot checks until 
repairs are made. Likewise, if you 
improve the maneuverability 
rating of your mecha and 
repairs are required afterward, 
your mecha has a maneuver¬ 
ability rating of clumsy until 
repairs are made. But if the 
thrusters fall (which might 
happen If you take the speed 
boosts above), the mecha 
plummets from the sky, tak¬ 
ing id 6 points of damage 
for each 4 meters fallen 
(2od6 maximum). A series 
of klaxons and warning 
ights indicate if and 
when the thrusters stop 
working. 

Build Flight Systemr 
The 8th“level 


Weapon Designer has branched out from armaments to 
aerodynamics, avionics, and other flight-related disci¬ 
plines, She now can design flight-related components 
(anything listed in the Flight Gear section of Chapter 2) 
using the same rules described in Build Weapon System, 
above. For example, a Weapon Designer can build Delta 
thruster boots for a Large mecha (4,000 build points) by 
spending 4 days, 2,000 build points, and 400 XP. 

AAecha Design Genius; The loth-level Weapon Designer 
is on the cutting edge of mecha creation, and other 
mecha builders regularly seek her advice on the intrica¬ 
cies of everything from servomotor heat-baffles to molec¬ 
ular differences in orbit-forged aluminum alloys. The 


Weapon Designer can build a complete mecha—base 
body, structural options, and all components—of her own 
design. This functions as the Build Mecha Weapon and 
Build Flight System class features above, except that the 
Weapon Designer can build an entire mecha. For example, 
a loth-level Weapon Designer can build the equivalent to 
a Silvereye mecha (28,000 build points) by spending 28 
days, 14,000 build points, and 2,Soo XP. 


Sleeper Rgent 

By the middle of the 2ist century, the techniques of hyp¬ 
nosis, psychology, nanomedicine, and neuroscience have 
created a new kind of spy; the Sleeper Agent. The term 
used to mean an agent left "sleeping"' undercover without 
a mission for years at a time. Now it means a spy who 
doesn"t even realize she is a spy. 

Sleeper Agents are programmed with hundreds of pass¬ 
words, cover identities, drop points, and other tools of the 
spy trade. But they're buried so deep within the Sleeper"s 
brain that even the most persistent interrogation won't 
reveal the Sleeper Agent's objective, employer, or mission 
details. Only a coded message—often delivered verbally, 
but sometimes embedded in a computer graphics file— 
will do the trick. The Sleeper Agent remembers what she 
needs to know, then forgets it at the end of the mission. 
Or at least that's how it works In theory. In practice, the 
brain of a Sleeper Agent sometimes releases information 
before it's supposed to, and its ability to delete unneeded 
memories is rarely perfect. 

Player characters are these''imperfect'" Sleeper Agents. 
TheyVe troubled by strange dreams of people they've 
never met, and sometimes an unusual phrase in casual 
conversation releases a flood of technical information 
about a mission the character hasn't been assigned to— 
yet. The centra! conceit about the Sleeper Agent character 
is that each time she gains a level, she unlocks a little 
more of her own head. 

In the world of Mecha Crusade, Sleeper Agents chase 
after the tastiest of espionage prizes: mecha weapon 
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-i-O 

+2 
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+0 
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+3 

+0 
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+1 
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+2 

+3 
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designs and sometimes even prototype mechas them¬ 
selves. Because Sleeper Agents generally don't come back 
In for retraining, they have both nonmecha and mecha 
combat prowess hard wired into their brain. Every spy 
gets a different set of skills tailored to specific missions, 
but almost every Sleeper Agent has an expert martial 
artist, qualified marksman, and mecha test pilot locked 
away somewhere in her head. 

Select this class if you'd rather steal someone else's cool 
mecha than build your own. If you want to be in the mid¬ 
dle of the action whether you're in your mecha or not, the 
Sleeper Agent is for you. The Sleeper Agent class also 
allows a high degree of customization—there's no telling 
what training is buried in your brain—so it's a good choice 
if you like playing against type. 

Many Sleeper Agents were once Dedicated heroes, 
because they're likely to survive the months of brainwash¬ 
ing, neurosurgery, and deep hypnosis with their sanity 
intact. 


Require ME NTS 

To qualify to become a Sleeper Agent, a character must 
fulfill the following criteria: 

Skills^ Concentration 4 ranks, Sense Motive 6 ranks. 
Feats: Alertness or Attentive. 


Class Information 

The following information pertains to the Sleeper Agent 
advanced class. 

Hit Die 

The Sleeper Agent gains idS hit points per level The char¬ 
acter's Constitution modifier applies. 


Action Points 

The Sleeper Agent gains a number of action points equal 
to 6 + one-half his character level rounded down, every 
time he attains a new level in this class. 


Class Skills 

The Sleeper Agent's class skills are as follows. 

Balance (Dex), Bluff (Cha), Concentration (Con), Disguise 
(Cha), Disable Device (Int), Escape Artist (Dex), Hide (Dex), 
Investigate (Int), Knowledge (any) (Int), Listen (Wis), Move 
Silently (Dex), Pilot (Dex), Profession (Wis), Read/Write 
Language (none). Search (Int), Sleight of Hand (Dex), Speak 
Language (none), Spot (Wis). 


Skill Points at Each Level: 7 + Int modifier. 


Extra Occupation: At ist, 4th, 7th, and 10th level, the 
Sleeper Agent gains access to one of her alternate Identi¬ 
ties. In additional to a crushing amount of mundane per¬ 
sonal information, the character learns a new occupation. 
Select any occupation listed in Chapter 1 of the 
d20 Modern Role playing Game whenever you attain this 
class feature. As long as you meet its prerequisites,you 
get all the benefits listed except for the Wealth Bonus 
Increase. For example, a ist-level Sleeper Agent could 
awaken an alternate identity that was a low-leve! investi¬ 
gator for Unified Earth Police. Her player would select the 
Law Enforcement occupation described in the 
d20 Modern Roleplaying Game and choose Gather 
Information and intimidate as permanent class skills. She 
also could take Light Armor Proficiency as a bonus feat, 
but she wouldn't get the -1-1 wealth bonus increase that 
goes with the Law Enforcement occupation. 

Autobypnosis: The Sleeper Agent gains access to the 
Autohypnosis skill, which is always considered a class skill 
for her. She can use her skill points to buy ranks in 
Autohypnosis, just like other 
skills in the game. Characters 
who aren't Sleeper Agents 
can't purchase ranks In 
Autohypnosis. 


Sleeper Agent 



Class Features 

Ail of the following are class features of the Sleeper Agent 
advanced class: 
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Autohyprtosis (Wis): Trained only. You have trained your 
mind to resist certain injuries and threats while aiso gain* 
ing a few select benefits* 

Check; The DC and effect depend on the task you 
attempt. 


passage of verse, or a partic¬ 
ularly diffucult piece of information* Each successful check 
allows you to memorize up to iso words or the equivalent 
of what could be comfortably contained on single sheet of 
paper. You always retain this information; however, you 
can recall it only with a successful Autohypnosis check. 

Tolerate Poison; In response to being poisoned,you can 
make an Autobypnosis check on your next action* A suc¬ 
cessful check grants you a +4 morale bonus on your sav¬ 
ing throw to resist the poison's secondary damage* 

Willpower; Ef reduced to o hit points (disabled), you 
may make an Autohypnosis check* If successful, you can 
perform a strenuous action without taking i point of 
damage. A failed check carries no penalties—you can 
choose not to perform the strenuous action. Ef you do per¬ 
form the strenuous action after failing the check, you take 
1 point of damage, as normal. 

Scour Deep Memories: If you fail at a Knowledge check 
or similar check that doesn't ordinarily allow a retry, you 
can take a full-round action to search your trove of 
implanted memories for something helpful. If you suc¬ 
ceed at an Autohypnosis check (DC 20), you may retry the 


original check with a +4 morale bonus. You can scour your 
memories only once per check. 

Try Again? For memorize, you can make a check once 
per round. You can't try again to tolerate poison. You can't 
try again in the same round for willpower* 

Special: You can take 10 on Auto hypnosis checks, but 
you can't take 20. 

Most uses of 
Autohypnosis are attack 
actions. Willpower is a 
free action that can be 
attempted once per 
round. Scour deep memo¬ 
ries is a full-round action. 

Contact: A Sleeper 
Agent of 3rd level or high¬ 
er knows passwords and 
other secret signals that 
tie her into a network of associates and informants. Each 
time the sleeper agent gains a contact, the GM should 
develop a supporting character to represent the contact* 
The player can suggest the type of contact his or her char¬ 
acter wants to gain, but the contact must be an ordinary 
character (not a heroic character, as described in the dio 
Modern Roie play ing Game). 

Note that not all these contacts are Sleeper Agents 
themselves.They certainly might be, or they might be 
less-important agents that simply have orders to "'give 
the customer whatever she wants if she gives you the 
three-fingered handshake*"The Sleeper Agent can use 
these contacts for whatever she likes, even if it has noth¬ 
ing to do with (or actively opposes) the original mission 
for which she was programmed. Most spy operations are 
compartmentalized so that no one knows the whole mis¬ 
sion, and even the curious wouldn't expect an accurate 
answer from a Sleeper Agent, 

Contacts include informants, black marketeers, crime 
lords, journalists, street people, store clerks, air-taxi drivers, 
and others who can provide limited aid and information. 
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Memorize; You 
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attempt to memorize a Ion 
string of numbers, a long 
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Table 1-07:The Wing Captain 
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+3 
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A contact will not accompany a Sleeper Agent on mis¬ 
sions or risk his or her life. A contact can, however, provide 
information or render a service (make a specific skill check 
on your behalf). 

The Sleeper Agent can't call on the same contact more 
than once in a week, and when she does call on a contact, 
compensation may be required for the assistance he or 
she renders. In general, a professional associate won't be 
compensated monetarily, but instead will consider that 
the Sleeper Agent owes him or her a favor.The CM char¬ 
acter wilt call on a favor in return when the opportunity 
arises. Contacts with underworld or street connections 
usually demand monetary compensation for the services 
they render, and experts in the use of skills normally want 
to be paid for the services they provide. 

For underworld or street contacts, this expense is repre¬ 
sented by a Wealth check against a purchase DC of lofor 
the low-levei contact, 15 for the mid-level contact, or 20 
for the high-level contact. For skilled experts, the pur¬ 
chase DC is ^Q + the ranks the expert has in the appropri¬ 
ate skill. 

Extra Talent; At 5th and 8th level, the Sleeper Agent gains 
a bonus talent which can be chosen from any talent tree 
from a base class in which the character has at least one 
level. The character must meet the prerequisites normally 


Uling Captain 

Because they're extraordinarily expensive, mechas usually 
work in small units on the battlefield. But they're such 
versatile tools that it takes an incisive, strategic mind to 
coordinate their efforts. It's not easy simultaneously plan¬ 
ning tactics for a half-dozen or more 30-foot-tail armored 
giants with lasers and missiles and staying alive yourself. 
That's where the Wing Captain comes in. An officer 
trained in smaN-unit tactics and familiar with mechas, he 
leads from the front of the formation in a mecha of his 
own. The Wing Captain isn't always literally a captain, 
ranks vary widely in the many armies and paramilitary 
organizations that exist in 2053. The Wing Captain gener¬ 
ally acts as commander to three to six other mechas (the 
other player characters, in other words), and has the rank 
to back up his orders. But few Wing Captains are that 
spit-and-poiish. When your comrades bristle with plasma 
guns and guided missiles,you want to lead through 
respect, not because you have an extra stripe on your 
mecha's shoulder. 

Select this class if you want to play a character who 
acts as a “coach” for the other players and enjoys outwit¬ 
ting his foes before he outfights them, but realize that 
you're sacrificing some of the focus that other advanced 
classes, particularly the Mecha Shock Trooper and the 
Mecha Ace, offer. 


Most Wing Captains were once Charismatic heroes. Your 
brilliant strategies don't mean a thing if no one is listening. 


Requirements 

To qualify to become a Wing Captain, a character must 
fulfill the following criteria: 

SkUis: Diplomacy 6 ranks, Knowledge (strategy) 3 ranks. 
Feats: Mecha Operation, Renown. 


Class Information 

The following information pertains to the Wing Captain 
advanced class. 


Hit Die 

The Wing Captain gains idS hit points per level. The char¬ 
acter's Constitution modifier applies. 


Action Points 


The Wing Captain gains a number of action points equal 
to 6 -E one-half his character level, rounded down, every 


time he attains a new level in this class. 



Wing Captain 
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Class Skills 

The Wing Captain's class skills are as follows. 

Bluff (Cha), Computer Use (Int), Diplomacy (Cha), Drive 
(Dex), Gather Information (Cha), Intimidate (Cha), 
Knowledge (behavioral sciences, civics, current events, 
mechas, popular culture, strategy} (Int), Navigate (Int), 
Pilot (Dex), Profession (Wis), Read/Write Language (none), 
Sense Motive (Wis), Speak Language (none), Spot (Wis). 


The Wing Captain makes a Knowiedge (strategy) check 
[DC lo). The result of the check provides the Wing Captain 
and his allies with a circumstance bonus. A Wing Captain 
can't take io or 20 when making this check. 


Chect Result 

Eo n us 

9 or lower 

+0 (check failed} 

10-14 

+1 

15-24 

+2 

25 or higher 

+3 


Skill Points at Each Leveh 7 + Int modifier. 


Class Features 

All of the following are class features of the Wing Captain 
advanced class: 

Leadership: By directing the actions of others, a Wing 


This bonus can be applied to all skill checks and attack 
rolls made by the Wing Captain and his allies, but the 
bonus only lasts for the first 3 rounds. After that time, 
reduce the bonus by i point (to a minimum of 4^0) for 
every additional round the situation continues, as the 


Captain can increase his chances of success. This requires a vagaries of circumstance begin to unravel even the best- 



Diplomacy check (DC lo + the number of allies to be assist¬ 
ed) and a full-round action. A success grants a competence 
bonus on all his allies' skill checks for i minute (or a single 
task if it requires more 
than 1 minute to com- 
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pletej.The bonus is 
equal to the Wing 
Captain's Charisma 
bonus. All allies to be 
affected must be within 
visual or radio range of 
the Wing Captain, and 
must be able to understand him. 

Exploit Weakness; At 2nd level, the Wing Captain can 
designate one opponent and use superior strategy to gain 
an advantage.The Wing Captain uses a move action and 
makes a Knowledge (strategy) check, if the check suc¬ 
ceeds, for the rest of the combat the Wing Captain may 
use his intelligence score rather than his Strength or 
Dexterity scores for attack rolls as he finds ways to out- 
think his opponent and notices weaknesses in his oppo¬ 
nent's tactics. 

Bonus Feat: At 3rd and 7th level, the Wing Captain gets 


laid plans. 

Small-Unit Tactics; Beginning at 5th level, a Wing 
Captain can use his tactical knowiedge to direct his allies 

during a battle. By using 
his attack action, the Wing 
Captain can grant any one 
ally (not including himself) 
within range (see below) a 
competence bonus on 
attack rolls or a dodge 
bonus to Defense and 
Reflex saving throws. The 

bonus is equal to the Wing Captain's Intelligence bonus 
and lasts a number of rounds equal to id4 + the Wing 
Captain's Charisma modifier. 

With a full-round action, the Wing Captain grants the 
selected bonus to all of his allies (including himself) within 
range (see below). In this case, the bonus lasts a number of 
rounds equal to the Wing Captain's Charisma modifier. 

All allies to be affected must be within visual or radio 
range of the officer, and must be able to understand him. 

No Sweat; Starting at 6th level, whenever a Wing 
Captain spends i action point to improve the result of a 


a bonus feat,The bonus feat must be selected from the 
following list, and the Wing Captain must meet all the 
prerequisites of the feat to select it [feats with an asterisk 
are new for AAecha Crusode and are described below): 
Attentive, Confident, Educated, Iron Will, Mecha Weapons 
Proficiency*, Mecha Tactician*, Metabot Leadef^ Personal 
Firearms Proficiency, Trustworthy. 

Plan: Prior to a dramatic situation, either combat- or skill- 
related, the Wing Captain can develop a plan of action to 
handle the situation. Using this talent requires preparation; 
a Wing Captain can't use this talent when surprised or 
otherwise unprepared for a particular situation. 


die roll, he rolls an additional id6. He can then discard the 
lowest die roll and add the other(s) to his d20 roll. 

Uncanny Survival; Beginning at 8th level, the Wing 
Captain can add his Wing Captain levels to his Defense for i 
round, once per day. He must declare this at the beginning 
of his turn, and the Defense bonus lasts until his next 
round of actions. 

This ability comes in handy when the Wing Captain's 
tactics and subordinates aren't enough, and he Is forced 
to withdraw from the field of combat. The boost to 
Defense helps to ensure that the Wing Captain escapes 
to lead again. 










































Fast Tactics: At 9th level, the Wing Captain requires less 
time to direct his allies. He can direct a single ally with a 
free action or all allies with an attack action. Even so, the 
Wing Captain can use fast tactics only once per round. 

Sixth Sense: At 10th level, the Wing Captain becomes a 
near-legendary commander who seemingly knows what 
the enemy will do before the enemy knows. Whenever 
the Wing Captain spends an action point during mecha 
combat, he gets to add an additional id6 to the result. So 
if a lOth-level Wing Captain/4th-leve! Charismatic hero 
normally rolls 3d6 when making the appropriate skill 
check, he now rolls 4d6. 

The Wing Captain's sixth sense ability applies to attack 
rolls and relevant skill checks such as Pilot,Tumble, and 
Spot. Sixth sense can be combined with the 6th-levei abil¬ 
ity, no sweat. 

NEW FEATS 

The following feats augment those described in the 
d 20 Modern Roleplaying Came. 


use this feat if you are in a mecha yourself because your 
sensors and weapons lack the precision to hit such tiny 
areas. 

Control DrsRUPTioN Attack 

You are adept at channeling electricity into an enemy 
mecha's control system. 

Prerequisite: Base attack bonus S-i-, Precise Shot. 
Benefit: !f you threaten a critical hit with an electricity 
attack against another mecha,you may automaticaily 
confirm the critrcai. If you do, the enemy mecha is auto¬ 
matically stunned for 2d4 rounds. 

Hair Trigger 

You have developed a delicate sense of timing, and your 
area attacks hit your foes when theyVe ill-prepared to 
defend against them. 

Prerequisite: Base attack 6-1-. 

Benefit: Whenever you make an attack from your 
mecha that requires enemies to make Reflex saving 
throws, the DC for such saves is increased by +2. 


Advanced Mecha Operation 

You've received advanced training or extensive practice 
in mecha movement. 

Prerequisite: Mecha Operation feat. 

Benefit: Choose a size of mecha (Large, Huge, 
Gargantuan, or Colossal). When you are piloting a mecha 
of the appropriate size, you gain a +1 dodge bonus to 
Defense. Furthermore, armor penalties for operating the 
mecha are 2 less than they would otherwise be (mini¬ 
mum penalty -o). 


Indirect Fire 

You can aim heavy weapons in high, arcing paths to hit 
foes you don't have line of sight to, relying on sensor 
data, an observer, or guesswork. 

Prerequisite: Base attack4+. 

Benefit; You can strike an opponent you don't have 
line of sight to. It takes a full-round action to make an 
indirect fire attack. First, designate the 2-meter square 
you wish to attack, then make a ranged attack roll with 
the following modifiers. 


Antiarmor Saboteur 

You know how to exploit the weak spots of many mecha 
designs, employing explosives and personal weapons at 
close range to hit tiny flaws and delicate electronics. 
Prerequisite: Demolition 3-1- ranks. 

Benefit: When attacking a mecha, you can ignore its 
hardness if you are within 12 meters of it. You ca nnot 



Condition 

modifier 

Target square acquired 
through sensor readings 
(Oracle or similar) 

- 1-0 

Target square acquired 
from observer 

+2 

Successive shots cumulative 

+1 per previous 


shot (maximum 
bonus of-t-5) 

Observer is providing feedback 

cumulative -i'2 


per previous 


shot (maximum 
bonus of +10) 


The above modifiers are the only ones that apply; 
other feats and components don't provide attack roll 
modifiers during Indirect fire, and your size and 
Dexterity don't matter. Nor does the range increment. 
Because the weapon is being fired In a high, ballistic arc, 
it can shoot out to 20 range increments. 




















Even if your attack misses, it'll land according to the 
scatter rules In the d20 Modem Rofeptaying Game. 

If you hit a 2-meter square, you don't necessarily hit a 
character in it. Characters have full concealment (and 
thus a 50% miss chance} from indirect fire that lands in 
their square. The most effective indirect fire weapons 
have area effects, and those strike everyone within the 
area normally. 

You can't use indirect fire with plasma or laser 
weapons, and Indirect fire is ineffective If the target has 
cover above them (the attack strikes the cover instead)* 


7 levels in the Mecha Ace advanced class (+1 category), 
and the Improved Maneuverability feat (+i category) has 
perfect maneuverability. 

Normal: A mecha's maneuverability class depends on 
its thruster components. 


Improved Transform 
You can rapidly transform your 
mecha's shape to meet the chang¬ 
ing needs of the battlefield* 

Benefit: When you pilot a mecha 
with the Basic Transform or 
Advanced Transform structural 
options,you can transform as a 
move action. 

Normal: Transforming a mecha 
into another configuration Is ordi¬ 
narily a full-round action* 


Improved Maneuverability 



Laser Dazzle 

You can fire your laser weapons at an enemy mecha's sen¬ 
sors, temporarily blinding its pilot. 

Prerequisite: Base attack bonus 8 -h, Precise Shot. 

Benefit: As a standard action, you can attempt to blind 
an enemy mecha by making a single attack.The attack 
deals normal damage if successful, and your foe 
must succeed at a Reflex save (DC 15} or be blind¬ 
ed for id4 rounds. 
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You exhibit an uncanny ability to 
make complex aerial maneuvers 
with a flying mecha you're piloting. 

Benefit: When you pilot a flying mecha, your maneu¬ 
verability class is one category better than it would oth 
erwise be. This benefit stacks with any similar benefits 
granted from mecha components or class features. For 
example, a mecha pilot with Delta D-8 thrusters (poor 
maneuverability). Kestrel maneuver wings (-hi category} 


Mecha Operation 

You have basic familiarity with how to 
pilot a mecha. 

Benefit: You no longer suffer the 
restrictions on movement and penal¬ 
ties on skill checks for being unfamiliar 
with mecha controls. You can move 
normally in a mecha and generally per¬ 
form any action you could if you 
weren't inside a mecha, subject to the 
obvious limitations of size. You threat¬ 
en areas within your reach even if 
unarmed—the steel fists of your mecha are potent 
weapons in their own right. 

Normal: Characters without this feat suffer a -4 pena 
ty on Pilot checks and any skill checks to which an armor 
penalty would apply. Furthermore, they cannot run or 
charge. 


mechd LUeapoBS and dZO modern Feats 

If you have the Mecha Weapon Proficiency feat, any 
feats that apply to firearms (such as Double Tap and 
Strafe) also apply to relevant ranged mecha 
weapons* You can strafe with a Comet gatling laser, 
for example, or fire twice with a Longshot mass 
driver. 

Melee-oriented feats from the Brawl and Combat 
Martial Arts trees don't apply if you're piloting a 
mecha, although characters with the Mecha 
Operation feat threaten all areas within reach of 
the mecha, and making a slam or other melee 
attack with a mecha doesn't provoke an attack of 
opportunity. Feats from the Defensive Martial Arts 
tree function normally for characters in mechas. 


Mecha Weapon Proficiency 

You know how to acquire targets and fire your mecha's 
weapons using your onboard computers and sensors. 
Benefit: You no longer suffer the standard penalties on 
attack rolls while youVe In your mecha* You can use any 
feats that refer to firearms with your ranged mecha 
weapons. 

Normal: Characters without this feat suffer a -4 penal¬ 
ty on attack rolls made while they're in a mecha cockpit* 
Firearm feats don't ordinarily apply to ranged mecha 
weapons. 

Mecha Tactician 

You can coordinate the efforts of multiple mechas to 
great effect in battle* 

Benefit: As long as allied mechas remain in tactical 
communication with you, they gain a +i morale bonus on 
attacks and Will saves against fear* Other pilots in your 






























mecha gain the same bonus. The effect lasts for 5 rounds, 
plus an additional round for each point of Charisma 
bonus you have* 


SKILLS 



Metasot Leader 

You are adept at coordinating the 
copilots. 

Prerecjuisite: Mecha Tactician. 

Benefit: When you are the main pilot of a mecha, copi 
lots in the same mecha gain a +1 circumstance bonus on 
attacks and checks. 
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Plasma Ovcrboost 

By disabling safeguards and shunttn 
auxiliary power into your plasma 
weapons, you can attain greater 
destructive power at the expense 
of accuracy. 

Prerequisite: Base attack 
bonus 8+, Repair 6+ ranks. 

Benefit: When firing a plas¬ 
ma weapon, you can volun¬ 
tarily take a penalty of up to 
“5 on your attack roll. If you 
do. the weapon deals an 

additional id6 points of damage for each -1 penalty you 
took .The attack pen a ity pe rs ists until the begi n n I n g of 
your next turn, but the additional damage applies oniy 
to the next single attack you make* 



Skills function as described in the d20 Modern Rofeplaying 
Gc?me,Their applications may vary a little—In 2053, the 
Drive skill lets you operate a hovercar, for example—but a 
hovercar is functionally an automobile so the difference 
doesn't matter. 

Two skills, Knowledge (mecha) and Pilot, deserve fur¬ 
ther mention here* 

Knowledge (Mecha) 

A new subcategory of the 
Knowledge skill. Knowledge 
(mecha) allows Identification 
of specific models of mechas 
:^ and components* GeneraIly, 

identifying a mecha model is DC 10 
("That's a Templar-Zeror')* identifying a 
specific component is DC 20 ("Watch out—^those 
are Talon missiles!"). Identifying a specific pilot inside a 
mecha is DC 30, and it's only possible if the mecha has 
some outward Insignia or the character with Knowledge 
(mecha) can observe the mystery mecha for at least a few 
minutes* 

The Knowledge (mecha) skill also will let a character 
estimate the build point total of a heretofore unseen 
mecha design. The DC for the check is 10 -h 5 per io,ooo 
build points. The CM doesn't teii the player what the DC 
for the check Is. obviously. On a successful check, the 
character knows the build point value of the mecha 
within 10%. 


Thruster Blast 

By directing your vectored thrusters all around your 
mecha, you can kick up a cloud of dust and debris that 
obscures the battlefield. 

Prerequisite: Pilot 10+ ranks* 

Benefit: You can aim your thruster exhaust toward 
the ground to create a hemispherical cloud* If you are 
within 10 meters of the ground and there's loose debris 
or dust there, you can create a cloud with a 20-meter 
radius centered directly below you. The winds so gener¬ 
ated snuff out small fires and give guided missiles 
attacking you a -4 penalty on their attack rolls. 
Creatures without eye protection caught within the 
debris cloud are blinded while inside and for 1 round 
after emerging. The debris cloud grants anyone inside It 
50% concealment. Mechas with Enigma sensor suites 
ignore the concealment effect* 

Because mechas have vectored thrust systems,your 
flight path isn't affected by where you're aiming your 
exhaust* You don't have to hover or fly upward to create 
the cloud. 


Pilot 

For simplicity's sake, weVe adopted a flight maneuver¬ 
ability system that depends more on the quality of the 
mecha than on the pilot's skill for simply getting from 
place to place. You don't have to make Pilot checks to fly 
across the battlefield—it simply takes too long around 
the gamingtable. Moving on the ground is even easier. 
You simply do so as if you were a larger creature, making 
a-meter adjustments, moving, and charging normally* 

But a good Pilot skill bonus still matters because your 
Pilot skill acts as a ceiling for certain skills you might use 
while piloting a mecha. If a skill has an armor penalty, you 
use the lower of your Pilot bonus or the relevant skill 
bonus when you're making a check. For example, If you 
want to fly around and behind another mecha using the 
Tumble skill, you'll attempt a Pilot check or a Tumble 
check, whichever is lower. 

Chapter 3 fists other instances when the Pilot skill Is 
Important during combat. 

Occupations and Wealth 

Mecha Crusade uses the occupations in the d20 Modern 
Rolepfaying Game, almost without modification. The sug- 































gested campaign setting is only 50 years in the future, so 
there are still plenty of similarities to the modern world. 

One change you may want to make to give your cam^ 
paign a more anime flair: reduce all the age prerequisites 
in the occupation listings by two years or more. A lot of 
Japanese mecha cartoons or manga feature teens—often 
young teens—behind the controls of uitrapowerful 
mechas. Chalk it up to cultural differences and include or 
exclude it in your game as you like. 


Wealth 

The cl20 Modem Rofepiaying Game has a detailed but 
flexible wealth system, In which characters have a Wealth 
bonus and pay for Items, each of which has a DC. But 
Mecha Crusade measures mecha costs in build points 
rather than attaching an actual value or a Wealth pur¬ 
chase DC. 


It's not good for the game if characters depend on one 
die roll for so much. If each mecha had a purchase DC, 

ucky players would 
get the mecha of 
their dreams. 


while their comrades would have to make do with weaker 
mechas or risk going without one entirely. Worse, the 
players would all become Dilettantes to get the best 
mechas possible. And with mechas so important to the 
game, who could blame them? 

The assumption in Mecha Crusade is that the players 
get assigned their mechas for specific missions. As they 
get better at what they do (and go up in level}, they get 
assigned better mechas. However, mecha pilots have a 
certain star quality in the military of 2053, so the player 
characters' superior officers will usually do what they can 
to get the characters the mecha gear they want, 

Here's what it might sound like in the game world: 
'Toxtrot team, in 12 hours you'll infiltrate the security cor¬ 
don around the Subic Bay Supply Depot, then destroy 
whatever ammunition and fuel you find there" 

"'Right away, sir," reply the player characters/'We '11 
need Silvereye mechas with chameleon coating, and at 
least one of us should have an M-53 Barracuda rocket 
launcher to handle the actual target. Oh, and let's get 
energy swords so we can take out light targets without a 
lot of noise." 

Around the game table, the conversation sounds only a 
little different."The general describes the mission: in 12 
hours, you are to sneak through the security cordon at 
Subic Bay and destroy the supply depot. He'll 
authorize up to 20,000 build points each for your 
mechas,'' says the GM.The players then eagerly 
plan what mechas they'll use and which compo¬ 
nents they'll buy. The player's knowledge of the 
build point total parallels their characters' 
knowledge of what mechas will be useful and 
what the military will actually give them. 

Using the conceit of requisitioned, army-issue 
mechas has a significant side benefit: because 
they don't technically own the mechas, the 
characters aren't shy about sacrificing them for the 
mission. Characters who actually own their mechas 
[most never eject from even a badly damaged mecha. 
But If the military will replace the mecha, it's a differ¬ 
ent—and less frustrating—story. 

Using the build point system puts a Jot of control in 
he CM’s hands.The CM decides what the build point 
budget will be and has the power to give and take 
away mechas as he sees fit. Use that power wisely. 
Chapter 2 has suggested build point budgets for 
characters at every level. Vary from the sug¬ 
gested budget on the table, sometimes let¬ 
ting the players thrill to mechas laden with 
gadgetry, and other times testing their 
ability to make do with second-rate 
mechas. 
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M2CHA BODIES COME IN LARGE, HUGE, 

Gargantuan, and Colossal sizes. Each 

body has a number of body slots on it. To build a 
giant mecha^ you just plug components into body 
slots. Then your character climbs inside^ and you're 
ready for action. 

That's the simple version. In practice, your character will 
always be requisitioning prototype weapons, angling to 
get into "elite'" units with bigger mecha budgets, and cus¬ 
tomizing your mecha during spare time.The possibifities 
for mecha creation are almost limitless. 

When you launch your own Mecha 
Crusade campaign, take the time to 
design your own mecha components. And 
don't be shy about giving them to the bad 
guys first. 

To create a mecha,you'll need some 
scratch paper, a calculator, and a budget in 
build points (which your CM will probably 
provide). Build points (bp) are an abstract 
measure of the cost of a particular mecha 
component, bridging the gap between the 
actual game-world cost of a mecha and 
d2o Modern's wealth system. 

STEP l: CHOOSE A MECHfl BODY 

Choosing a mecha body is a three-stage process. First, 
choose how large you want the mecha body to be. Then 
you'll select the base material you want the structural 
etements of your mecha to be made of. Finally, you'll 
select any special qualities {such as a stealth coating or 
the ability to transform into a submarine) that affect the 
mecha as a whole. 

mecha 6Dd^ Size 

Each mecha body size has advantages and disadvantages. 
Bigger mechas are stronger, tougher, and generally more 
powerful. Some truly mighty weapons and other high-tech 
components are too massive for smaller mechas to use, but 
smaller mechas are less expensive and more flexible. It's 
much easier to sneak into the enemy base with a 4-meter 
(size Large) mecha that can at least duck through doors 


and walk through hallways than ft would be to sneak past 
anything with a 20-meter tall [Gargantuan) mecha. 

Large AAechasi Essentially big suits of armor. La rge 
mechas excel in urban battlefields and starship boarding 
actions, where mechas have to move through building 
interiors to find the enemy. They're also the easiest 
mechas to pilot. They can't carry the immense array of 
weapons that bigger mechas can, however, nor are they 
as strong or durable. 

Large mechas have the following body slots avaiJabJe: 


Huge AAechas: The most common size 
of armor suit, Huge mechas offer a solid balance among 
cost, agility, and sheer bulk. They're a solid choice on 
almost any battlefield, though they favor locations where 
there is at least some variation in terrain. In the wide- 
open desert of the depths of outer space, they can fall 
prey to larger mechas. 

Huge mechas have the following body slots available: 
Helmet, Visor, Back, Left Arm, Left Hand, Right Arm, Right 
Hand, Shoulders, Torso, Belt, and Boots, 

Huge mechas add a +16 equipment bonus to a charac¬ 
ter's Strength score. They impose a -2 size penalty on 
attack rolls and to Defense, Depending upon materials 
used, Huge mechas have 200-400 bonus hit points, 
which are added to the character's total and damaged 
first. They have a -8 penalty on Hide checks. 

Huge mechas have a slam attack that deals 2d6 points 
of damage. They have a reach of 4 meters. Their base 
speed is ^6 meters. 
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Helmet, Back, Left Arm, Right Arm, Shoulders, 
Torso, and Boots, 

Large mechas add a +8 equipment bonus 
to a character's Strength score.They impose a 
-1 size penalty on attack rolls and to Defense. 
Depending upon materials used, Large 
mechas have 100-200 bonus hit points, 
which are added to the character's total and 
damaged first. They have a -4 penalty on 
Hide checks. 

Large mechas have a slam attack that deals 
id8 points of damage. They have a reach of 4 
meters.Their base speed is 12 meters. 






































Table 2-01; Build Point Cost/h? 


type 


large 

Huge 

Gargantuan 

CD^ossa^ 

Alumisteel 

10 

2,500/100 

5,000/200 

10,000/400 

20,000/800 

Dura Hoy 

15 

3,000/100 

6,000/200 

12,000/400 

24,000/800 

Neovulcanium 

20 

3,500/100 

7,000/200 

14,000/400 

28,000/800 

Refractalloy 

15 

3,600/100 

7,200/200 

14,400/400 

28,800/800 

Crystal carbon 

20 

4,500/125 

9,000/250 

18,000/500 

36,000/1,000 

Megatanium 

30 

7,500/200 

15,000/400 

30,000/800 

60,000/1,600 


Gargantuan Mechas: Units this size are titans of the 
battlefield, able to destroy almost anything they can hit. 
Gargantuan mechas are common in outer space environ¬ 
ments, but are often too expensive and unwieldy for plan- 
etbound missions. 

Gargantuan mechas have the following body slots 
available: Helmet, Visor, Cranium, Upper Back, Lower Back, 
Left Ann, Left Hand, Right Arm, Right Hand, Left Shoulder, 
Right Shoulder, Torso i. Torso 2, Belt, Left Leg, Right Leg, 
and Boots. 

Gargantuan mechas add a +24 equipment bonus to a 
character's Strength score and 3-2 structure penalty to 
Dexterity.They impose a -4 size penalty on attack rolls 
and to Defense. Depending upon materials used, 
Gargantuan mechas have 400-800 bonus hit points, 
which are added to the character's total and damaged 
first.They suffer a -12 penalty on Hide checks. 

Gargantuan mechas have a slam attack that deals 2d8 
points of damage. They have a reach of 6 meters. Their 
base speed is 20 meters. 


Colossal Mechas: Exceedingly rare, these behemoths 
are largely in the experimental stage, and it's question¬ 
able whether their immense cost justifies their ability to 
singlehandedly dominate the battlefield. 

Colossal mechas have the following body slots avail¬ 
able: Helmet 1, Helmet 2, Visor, Cranium 1, Cranium 2, 


Upper Back, Lower Back, Left Arm 1, Left Arm 2, Left Hand, 
Right Arm i, Right Arm 2. Right Hand, Left Shoulder, Right 
Shoulder, Torso 1,Torso 2, Torso 3, Torso 4, Belt 1, Belt 2, Left 
Leg 1, Left Leg 2, Right Leg i. Right Leg 2, and Boots. 

Colossal mechas add a +32 equipment bonus to a char¬ 
acter's Strength score and a -4 structure penalty to 
Dexterity. They impose a -S size penalty on attack rolls 
and to Defense. Depending upon materials used, Colossal 
mechas have 800-1,600 hit points, which are added to 
the character's total and damaged first. They suffer a -16 
penalty on Hide checks. 


Colossal mechas have a slam attack that deals 4d6 


points of damage. They have a reach of 6 meters. Their 
base speed is 24 meters. 
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iTlecha Structure 

Once you've decided how large you want your mecha to 
be, It's time to choose the material from which it was 
made. The armor skin, interior braces, and other structural 
parts of a mecha can be made from any sufficiently 
advanced metal alloy, almost all of which are forged at 
great expense in secret orbital factories. 

Alumisteei; This easy-to-acquire alloy forms the basis 
for most civilian metal applications. It's lightweight and 
reasonably strong. Mititary-grade mechas rarely 
use it, however, because it just isn't durable 
enough. It grants a +5 equipment bonus to 
Defense. 

Dura Hoy: The Standard for mecha construction, 
duralloy is both harder and more durable than 
alumisteei. It grants a +6 equipment bonus to 
Defense. 

Neovukaniumi Similar to duralloy, neovuItani¬ 
um uses plasma-forging techniques to create a 
metal of unparalleled hardness. It grants a +6 
equipment bonus to Defense. 

Refractalloy; A polymer coating bonded to a 
layer of duralloy, refractalloy grants laser resist¬ 
ance 20 and heat resistance 20 to a mecha suit 
made from It. It grants a +6 equipment bonus to 
Defense. 

Crystal Carbon: “Grown” in orbital laboratories, 
crystal carbon is a composite fiber material that 
outperforms even neovulcanium on the battle¬ 
field. The production process is both delicate and 
expensive. It grants a +8 equipment bonus to 
Defense. 

AAegatanium: Sandwiched layers of crystal car¬ 
bon and neovulcanium held in a magnetic 
matrix, megatanium is the current state of the 
art in armor. It's exceedingly hard and durable. It 
grants a + 10 equipment bonus to Defense. 


Structural OpirONS 

Structural options differ from the mecha components 
described because structural options aren't tied to 
specific mechanisms on the mecha.They're overall attrib¬ 
utes that affect all parts of the mecha equally, and they're 
usually more expensive as the mecha gets larger. 

Stealth Kit: Based on high-tech “low observables" tech¬ 
nology, this combination of sound baffles, heat dispersers, 
and nonreflective paint combines to give the mecha a +io 

circumstance bonus on Hide and Move 
Silently checks. Cost and the size penalty com¬ 
bine to make this structural option Impractical 
on all but the smallest mechas. 

Chameleon Coating: Holographic diodes cover 
the surface of the mecha, aliowing it to change 
color to blend in with its surroundings, granting 
I it a +20 circumstance bonus on Hide checks. As a 

side benefit, the mecha can display whatever 





Table 2-02: Build Point Cost 


Sfrucfura/ Option 

Large 

H uge 

n tu n n 

a i 

Stealth Kit 

500 

1,500 

4,500 


Chameleon Coating 

2,000 

6,000 

18,000 

54,000 

Advanced Diagnostics 

3,000 

6,000 

15,000 

32,000 

IManorepair 

6,000 

15,000 

32,000 

70,000 

Basic Transform 

3,000 

6,000 

13,500 

24,000 

Advanced Transform 

6,000 

12,000 

27,000 

48,000 

Join with Metabot 

1,500 

3,000 

— 

— 

Light Fortification 

500 

1,000 

1,500 

3,000 

Moderate Fortification 

2,000 

4,000 

7,500 

15,000 

Heavy Fortification 

4,500 

9,000 

i6,ooo 

30,000 

Greater Energy Resistance 

1,500 

3,000 

6,000 

12,000 


nsignia and markings It likes as a free action. 

Advanced Diagnostics: Multiple redundant 
systems and the ability to detect and correct 
minor system faults make this mecha able to 
repair moderate damage. The mecha automat 
caJly heals i point of damage per round (but 
only the bonus hit points from the mecha are 
repaired, not damage to the character inside the 
mecha). 

Nanorepain State-of-the-art nanites swarm 
over the surface of the mecha at the first Indica¬ 
tion of damage. The mecha automatically heals 5 
points of damage per round. 

Basic Transform: As a full-round action, the 
mecha can transform into another shape. It's still 

a mecha, but the components (and 
overall look) of the second form can be com 
ly different. The second form must have the same 
number of build points as the original form or less. It 
must be the same size, made from the same material, and 
possess all the same structural options, including this 

one; otherwise it's essentially a 
completely different mecha. Some 
mechas, for example, have a flight 
form with top-gradethrusters and 
maneuver wings, and a combat 
form bristling with guns. 

Advanced Transform; As the 
basic transform structural option, 
except that the form can appear to 
be something other than a mecha. 
Anything of approximately the 
same size—usually a car, starship, 
or other vehicle—can be the sec¬ 
ond form. Only a detailed examina- 


































Ledue fioom for the Pilotf 

You should leave two slots vacant for the pilot of 
your mecha. On Large mechas, the pilot almost 
always occupies two of the foiiowing three siotsr 
Heimet,Torso, and Sack. But on Huge, Gargantuan, 
and Coiossal mechas,the designer has more choice 
for piacing the cockpit. 

if you want to have copilots or passengers aboard 
your mecha, purchase the Extra Cockpit component 
beiow. 


tion (Search DC 25) reveais that the alternate shape isn't 
what it appears to be.The mecha must transform back 
into its originai shape to attack. 

Join with AAetabot: if a number of mechas ail have this 
structural option, they can transform themselves into 
part of a larger robot—the metabot—as a fulf-round 
action* See Chapter 3 for rules for metabots. 

Fortification: /\Aechas with this structural option have 
extra struts, shock dampeners, and tempest-hardening 
that lets them shake off attacks that would fell a normal 
mecha. Light fortification converts 25% of all critical hits 
into regular hits, moderate fortification converts 75% of 
all critical hits into regular hits, and heavy fortification 
converts all critical hits into regular hits. 

Greater Energy Resistance: This mecha has been case- 
hardened at every stage in the manufacturing process 
against a specific energy type (chosen from heat, ion, 
laser, electricity, or plasma). When the mecha would nor¬ 
mally take damage from that energy type, subtract 30 
points of damage per round from the amount before 


applying. The greater energy resistance structurai option 
stacks with the energy resistance from mechas made of 
refractailoy. 

STEP 2: SEIECT MECHfl COMPOHEIITS 

There are hundreds of different mecha components avail¬ 
able—anything the finest minds in the Earth Global 
Alliance and the Colonial Confederation can dream up. 

What follows is a sampling of the mecha components 
available* Each component description follows the same 
format* 

Name: The most common name among mecha design¬ 
ers for the component, usually the brand name of the dom¬ 
inant megacorp model. As the war between the colonies 
and Earth heats up, new mecha contractors will offer simi¬ 
lar designs under different names, and the military research 
departments of both factions will be working overtime to 
eke out even slight efficiencies in mecha designs. Some 
mecha pilots call components by more fanciful monikers. 
For example, the laser cannon is called the Typhoon 240 by 
the Yamatetsu Corporation, but the pilot of a particular 
mecha might call its laser cannon the "starbeamT 

Slots: The number of body slots on the mecha required 
to In stall the component. If there are limitations on which 
body slots will accept a particular component, they are 
listed here. Flight thrusters, for example, are almost 
always installed in the back slot (a jetpack) or the boots 
slot (jet boots)* 


COMPONENT LIST 


The foiiowing mecha components are 
divided by category. 

UUEflPDnS-fiRnGED 

AL3K Dragon flame thrower 
Slots: 1 

Cost: 3,000 bp 
Activation: Attack action 
Range: Emanates from mecha 
Area: i2-m cone 
Duration: Instantaneous 
Saving Throw; Reflex half 
Used primarily against soft, unar¬ 
mored targets, the AL3K Dragon 
sprays wide areas with liquid flame. 
Anyone caught within the cone must 
succeed at a Reflex save [DC ^3) or 
take 4d6 points of heat damage. 


M-9 Barrage chaingun 
Slots: 1, must be hand (or arm if 
Large) or shoulder (see text) 

Cost: 2,145 40 bp per ammo belt 

Activation: Attack action 

Range increment: 20 m 

Target: Single target within 200 m, or 

autofire 

Duration: instantaneous 
Saving Throw; None 
Essentially a high-tech medium 
machinegun,the M-9 Barrage has 
multiple barrels firing vulcan ammu¬ 
nition that deals 3d6 points of dam¬ 
age on a successful hit*The base unit 
has enough room for four $o-round 
ammo belts. Each additional slot you 
devote to ammo storage has room 
for six more ammo belts* 


L-KEN Corona microwave beam 
Slots: 1 

Cost: 1,610 bp 
Act i vat ion: Atta ck a ct i o n 
Range Increment: 6 m 
Target: Single target within 50 m 
Duration: instantaneous 
Saving Throw: None 
Cursed with short range and a mar¬ 
ginal ability to get through most 
mecha armor, the L-KEN Corona is 
strictly a small, low-cost weapon 
option. It deals 5d6 points of heat 
damage on a successful hit. 

Mk*i Warpath recoilless rifle 
Slots; 1 for rifle, must be hand (or arm 
if Large) or shoulder? 1 for each 20- 
round ammo bay 































The size of some components depends on the size of 
the mecha they're installed in. If so, select the size appro¬ 
priate for your mecha. For example, If you're purchasing 
an Excalibur energy sword for your Huge mecha, you need 
to select the Huge version of the component, which costs 
5.600 build points* 

Cost: How much It costs in build points to add the com¬ 
ponent to a mecha* The cost includes both the component 
itself and the labor and materials required to install it* 

Activation: How long it takes to activate a particular 
component. It takes an attack action 
to activate most components. 

Range/Range Increment: If a ran 
is listed, it represents the maximum 
distance between the mecha and the 
target of the component. If a range 
increment Is listed, it represents the 
distance at which accuracy begins to 
decline. Ranged attacks suffer a -2 penalty on attacks for 
each range increment beyond the first. Unless noted other¬ 
wise, most components with a range increment have a 
maximum range often increments. 

Target or Targets/Effect/Area: The entry starts with 
one of three headings:'"Target/'"Effect,"'or'"Area.” If the 
target of the component is "You,"'you do not receive a 
saving throw and there Is no saving throw entry for the 
component* If a component is an autofire weapon/it'll 
be noted here* 

Duration: How long a component continues to function 
before it needs to be reactivated, or how long the effect 
of a particular component lasts* A duration of "persistent" 
means the component functions until the mecha is 


destroyed or the pilot turns it off (generally a free action}. 

Saving Throw: Whether a component allows a saving 
throw, what type of saving throw it is. and the effect of a 
successful save. 

Descriptive Text: This section describes how the compo 
nent functions. If one of the previous portions of the 
description included "(see text)/'this is where you'll find 
the explanation. If the component is one of a series of 
related components, you may have to refer to a different 
component for more information. 


score, attack bonuses, etc* Playing Mecha Crusade will be a 
frustrating experience if you don't create a second charac¬ 
ter sheet to use when your character is inside the 
mecha—there's just too much math to do in your head. 

If you built a mecha that transforms or a mecha that 
can form a metabot, you probably want to create a char¬ 
acter sheet for those forms as well. 

_ SAMPLE MECHflS 

The following mechas are relatively straightforward. 
Accordingly, they make good mechas for CM characters, 
or starting points for characters who want to customize 
an existing design. 


e 



STEP a; COMPILE THE 

NUMBERS 


Now that you've created 
your mecha, it's time to add 
up all the numbers, calcu¬ 
lating your new Strength 


Cost: 4,170 bp for rifle; 85 bp per 

recoilless round 

Activation: Attack action 

Range Increment; i6 m 

Target: Single target within 160 m, or 

autofire 

Duration; Instantaneous 

Saving Throw; None 

This rapid-fire cannon relies on shells 

that detonate after hitting the target 

to deal its damage. A successful 

attack deals iod6 points of damage. 

LT*5 Longshot mass driver 

Slots: 2 for driver, including hand (or 

arm If Large) or shoulder; 1 for each 

lo-round ammo bay 

Cost: 7,470 bp for launcher; 150 bp 

per mass driver round 


Activation: Attack action 
Range Increment: ao m 
Target: Single target within 500 m 
Duration: Instantaneous 
Saving Throw: None 
The Longshot fires a hyperaccelerat- 
ed, superdense "bullet" at the target, 
dealing damage strictly through the 
massive kinetic energy the round 
imparts* With a successful ranged 
attack, a Longshot round deals T5d6 
points of damage. 

M-53 Barracuda rocket launcher 
Slots: 1 for launcher, must be hand (or 
arm if Large) or shoulder; 1 for each 
six-rocket pack 

Cost: 6.250 bp for launcher; 125 bp 
per rocket pack 


Activation: Attack action 
Range: 80 m 

Area: 8-meter radius burst 
Duration; Instantaneous 
Saving Throw: Reflex half 
The Barracuda rocket launcher aims 
"fire and forget" incendiary-tipped 
rockets at any point within range* 
When the rocket reaches the desig¬ 
nated target point—which can be an 
actual target or a point in midair—it 
explodes, dealing iod6 points of heat 
damage to everything within its 
burst radius. A successful Reflex save 
(DC 17} reduces damage by half. 

AA-55 Talon missile launcher 

Slots: 1 for launcher, must be hand (or 

arm if Large) or shoulder; 1 for each 
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Large duralloy 
tnecha. 



Components: Barrage chaingun {(eft arm), Cobra laser 
gauntlet {right arm), Onrncron thrusters (back), Oracle tar- 
geter (+i) (head), pilot {shoulders and torso). 

Mecha provides hardness 15. +6 equipment bonus to 
defense, loo bonus hit points, and +8 bonus to Strength. 
Fly 50 m (clumsy). 

Cost: 10,445 build points. 


Saber 

Large duralloy mecha with join with metabot. 

Components: Comet gatling (right arm and shoulders), 
Excalibur sword {left arm), Delta thrusters (boots), Oracle 
targeter (+2) (helmet), pilot (back and torso). 

Mecha provides hardness 15, +6 equipment bonus to 
Defense, loo bonus hit points, and +8 bonus to Strength. 
Fly 60 m (poor). Five Sabers combine to form one 
Dimension Knight metabot (see below). 

Cost: 17,700 build points- 

Siluereije 

Huge duralloy mecha, 

Components: Typhoon laser cannon (left hand and left 
arm), Defensor halberd (right hand), Delta thrusters 


HOLU manu fltiiLtl Points? 

Your GM will teJI you how many build points your 
mecha should have depending on the spedfks of your 
Mecha Crusade campaign. Here's a list of appropriate 
build points for player characters of a given level. 


level 


Mecha build 



Mecha build 
points 


1st 


2nd 


3rd 


4th 


5th 


6th 


7th 


10,000 


11,500 


11th 


12th 


46,500 


13,200 


13th 




9th 


10th 


15,200 


17 . 


20,100 


23,100 


26,600 


30,600 


35 i 20 O 



58.500 


61,500 


16th 


17th 


70,800 


81,400 



93,600 


107,600 


igth 



123,800 


142,300 


CM characters typically have mechas with build points 
one level lower. A lOth-level GM character, for example, 
typically pilots a tnecha with 30,600 build points. But 
that's a guideline, not a hard-and-fast rule {see Chapter 
3 for more information on appropriate CM characters). 


(boots), Enigma sensors (visor), pilot (torso and back). 

Mecha provides hardness 15,4-6 equipment bonus to 
Defense, 200 bonus hit points, and +16 bonus to Strength. 
Fly 60 m (poor). 

Cost: 23,200 build points. 


4-missile battery 

Cost: 4,800 bp for launcher; 100 bp 
per missile 

Activation: Attack action 
Range: 800 m 
Target: Single target 
Duration: Instantaneous 
Saving Throw: None 
The most common missile launcher 
installed on mechas, the M-55 Talon 
enables the pilot to strike foes at a 
distance unmatched by most energy 
or projectile weapons. Each Talon 
missile deals i5d6 points of plasma 
damage on a successful hit. The mis¬ 
sile's guidance system gives it an 
attack bonus of +io. 


Typhoon 240 laser cannon 
Slots: 2; including hand (or arm If 
Large), shoulder (+1,000 bp), or visor 

(+4,000 bp) 

Cost: 3.400 bp 
Activation: Attack action 
Range Increment: 30 m 
Target: Single target within 300 m 
Duration: Instantaneous 
Saving Throw: None 
A basic, reliable laser cannon, the 
Typhoon 240 deals iod6 points of 
laser damage to a target it strikes 
with a successful attack. 

Tsunami 2S0 plasma cannon 
Slots: 3; including hand (or arm if 
Large}, shoulder (+1,000 bp), or visor 
(+4,000 bp) 


Cost; 9,240 bp 

Activation: Attack action 

Range Increment/Range: 60 m 720 m 

Target/Area; Single target within 

600 m, or 20-m cone 

Duration: Instantaneous 

Saving Throw: None or Reflex half 

(see text) 

The Tsunami 280 plasma cannon has 
two aperture settings: focused beam 
and wide-angle. The mecha pilot can 
switch between settings as a move 
action. As a focused beam, the 
Tsunami requires a successful ranged 
attack. On the wide-angle setting, 
usable once per round, the plasma 
automatically hits everything within 
20 meters, but those affected can 
make a Reflex save (DC 19) for half 










































Templar-Zero 

Huge crystal-carbon mecha with light fortification. 

Components^ Tsunami plasma cannon (helmet, visor, 
and left arm),Talon missile launcher (shoulders), extra 
Talon missiles [right arm), Excalibur sword (right hand). 
Bulwark shield (left hand), Delta thrusters (boots), Kestrel 
wings (back), pilot (torso and belt). 

Mecha provides hardness 20,-1-12 bonus to Defense, 250 
bonus hit points, and +i6 bonus to Strength. Fly 60 m 
(average). 

Cost; 39,340 build points. 

Bismarck 

Gargantuan crystal carbon mecha with greater energy 
resistance (laser). 

Components: Gladius beam (right hand, torso 1, torso 
2), Cobra gauntlet (left hand), Talon missile launcher (left 
shoulder}, extra Talon missiles (right shoulder), Reaper 
scythe (right hand, left hand; stowed); Delta thrusters 
(boots). Kestrel wings (upper back, lower back), Haven 
escape pod (helmet), pilot (visor and cranium). 


Mecha grants hardness 20,^8 bonus to Defense, 500 
bonus hit points, and a -H24 bonus to Strength. Fly 60 m 
(average). 

Cost: 69,900 build points. 

Dimension Knight 

Gargantuan megatanium mecha. 

Components; 2 Comet gatlings (right hand, left hand, 
torso 1, torso 2),Thunderbolt spear (stowed; right hand) 
Delta thrusters (boots), Kestrel wings (upper back), 
Gazelle afterburners (lower back), Oracle targeter (-1-2) 
(visor). Enigma sensor (belt), copilot cockpits (right arm, 
right shoulder, left arm left shoulder, torso torso 2, left 
leg, right leg), pilot (helmet, cranium) 

Mecha grants hardness 30, -hio bonus to Defense, 800 
bonus hit points, and a -•■24 bonus to Strength. Fly 60 m 
(average). 

The Dimension Knight is a metabot composed of five 
Sabers. 

Cost: 72,000 build points. 


damage. Regardless of the setting, 
the Tsunami deals I2d6 points of 
plasma damage to targets it strikes. 

CB-4 Cobra laser gauntlet 
Slots: 1; must be hand (or arm if 

Large) 

Cost: 3,050 bp 
Activation: Attack action 
Range Increment; 10 m 
Target; Single target within loo m 
Duration: Instantaneous 
Saving Throw: None 
A compact laser weapon, the CB-4 
Cobra laser gauntlet Is primarily used 
as a back-up weapon. It lacks the 
range and stopping power of its larg¬ 
er counterparts such as the Typhoon. 
It deals 7d6 points of laser damage, 
but the beam diffuses harmlessly 
after loo m. 

Unlike most components that 
occupy only a Hand slot, the Cobra 
can't be disarmed. 

M-2 Puma pop-up turret 
Slots: 1 

Cost: 5,000 bp 
Activation; Attack action 
Range Increment: 30 m 


Target: Single target within 300 m 
Duration; Instantaneous 


Saving Throw: None 
A triumph of miniaturization, the M- 
2 Puma packs significant wallop in a 
small, versatile (It can be installed In 
any body slot) package. It deals 8d6 
points of plasma damage with a suc¬ 
cessful hit. 

M-101 Crysanthemum 
doomsday device 
Slots: 1 

Cost: 6,400 bp 
Activation; Standard action 
Range: o m 


Area: 16 m burst centered on you 
Duration; Instantaneous 
Saving Throw; Reflex half 
The M-101 Crysanthemum's array of 
phosphorus lasers deal massive 
damage to the mecha's sur¬ 
roundings, then burn them¬ 
selves out, making this a 
weapon of last resort. 
Everything within the 
Crysanthemum's area takes 8d6 
points of heat damage and 8d6 
points of laser damage. A successful 
Reflex save (DC 25) means that a tar¬ 
get takes only half damage. 

M-21 Comet gatling laser 

Slots: 2; including hand (or arm if 

Large) or shoulder 

Cost; 3,500 bp 

Activation; Attack action 

Range Increment: 30 m 

Target: Single target within 300 m, or 

autofire 

Duration: Instantaneous 
Saving Throw: None 
A rotating ring of laser cannons, the 
Comet is the most effective autofire 
laser available to mecha designers. 

It deals 8d6 points of laser damage 
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to a target it strikes with a success¬ 
ful attack. 

KL-9E1 Gladius spectrum beam 
Slots: 3; inctudmg hand 
Cost: 14,000 bp 
Activation: Attack action 
Range Increment: 60 m 
Target: Single target within 600 m 
Duration: Instantaneous 
Saving Throw: None 
The Gfadtus spectrum beam simulta¬ 
neously projects a laser beam, plas¬ 
ma beam, and ionic particle packet at 
the target—all riding on an electrical 
carrier wave. It deals 4d6 points of 
electrical damage, 8d6 points of laser 
damage, and 8d6 points of plasma 
damage to the target, plus 8d6 
points of ion damage (see Chapter 3 
for ion damage rules)* 

lUedpDiis-nnelee 

H42a Excalibur energy sword 
Slots; 1; must be hand (or arm If 
Large) 

Cost: 4,200 bp (Large): 5^600 bp 
(Huge); 7,000 bp (Gargantuan); 8,400 
bp (Colossal) 

Activation: Attack action 
Range: Touch 

Target: Single target within reach 
Duration: Instantaneous 
Saving Throw: None 
The H42a Excalibur is a mecha-sized 
melee weapon shaped like a sword. 
Because it is light and easy to wield, 
it grants a +3 enhancement bonus on 
attacks and damage. Of the damage 
It deals, half Is regular damage and 
the rest is plasma damage. 

Damage dealt with a successful 
melee attack depends on the size of 
the mecha wielding Excalibur: 4d6 
points of damage for Large mechas, 
8d6 for Huge, I2d6 for Gargantuan, 
and i6d6for Colossal. 

L^Ba Defensor halberd 
Slots: 1; must be hand[or arm if 

Large) 

Cost: 2,800 bp (Large): S-Ooo bp 
(Huge); 7,200 bp (Gargantuan); 9,400 


bp (Colossal) 

Activation; Attack action 
Range: Touch 

Target: Single target with¬ 
in reach 

Duration: Instantaneous 
Saving Throw: None 
The 1383 Defensor is a mas¬ 
sive carbon-alloy halberd. 

Damage dealt with a success¬ 
ful melee attack depends on 
the size of the mecha wielding 
Defensor: 2dio points of dam¬ 
age for Large mechas, 4dio for 
Huge, 6dio for Gargantuan, and 
8dio for Colossal. The Defensor 
has an extra 2 meters of reach. 

XJ-A Python electric whip 
Slots; 1; must be hand(or arm If 
Large) 

Cost: 3.200 bp (Large); 5,400 bp 
(Huge); 7,600 bp (Gargantuan); 9,800 
bp (Colossal) 

Activation: Attack action 
Range: Touch 

Target: Single target within reach 
Duration: Instantaneous 
Saving Throw: None 
The XJ-A Python is an electrified 
cable with embedded servomotors 
that wrap around the target. The 
Python deals zdio points of electrici¬ 
ty damage when wielded by a Large 
mecha, 4dio points of electricity 
damage from a Huge mecha, 6dio 
from a Gargantuan one, and 8dio 
from a Colossal one.The Python has 
an extra 6 meters of reach. 

When using the Python, you get a 
+2 equipment bonus on your 
opposed attack roll when attempting 
to disarm an opponent (including the 
roll to avoid being disarmed If you 
fall to disarm your opponent). 

Because the whip can wrap around 
an enemy's leg or other limb, you can 
make a trip attack with It by succeed¬ 
ing at a melee touch attack. If you are 
tripped during your own trip 
attempt, you can drop or detach the 
Python to avoid being tripped* 




M-1 Thunderbolt plasma spear 
Slots: 1; must be hand(or arm If 
Large) 

Cost: 5,800 bp (Large); 7,900 bp 
(Huge); 10,200 bp (Gargantuan); 
12,700 bp (Colossal) 

Activation: Attack action 
Range/Increment: Touch or 10 m 
Target: Single target 
Duration: Instantaneous 
Saving Throw: None 
The AA-1 Thunderbolt is a versatile 
weapon that can be wielded in melee 
combat or thrown. In either case, it 
deals plasma damage to its target: 
6d6 points of damage from a Large 
mecha, 8d6 from a Huge mecha, 
iod6 Gargantuan, or i2d6 Colossal, 
if thrown, the Thunderbolt returns 
to the mecha at the beginning of the 
next round* 
















PC-12 Pouncer armor-piercing claws 
Slots: o 



Bulwark vi8 defense shield 
Slots; 1, must be arm 


Cost: 2,200 bp (Large): 2,600 bp 
(Huge); 3,600 bp (Gargantuan); 5,200 Cost; 2,000 bp 
bp (Colossal) 

Activation: Attack action 




Range: Touch 
Target: Single target 
Duration: instantaneous 
Saving Throw; None 
Attaching sharp claws such as PC-i2 
Pouncers to the mecha's hands 
improves their melee attack damage 
at the expense of some fine motor 
ability,The claws convert the mecha's 
slam attack to a claw attack that 
does damage depending on the 
mecha’s size; Large, 2d6; Huge zdS; 
Gargantuan 4d6; and Colossal 4dio. 

Mechas with PC-12 Pouncers 
installed suffer a -2 penalty on all 
Dexterity-based checks involving del¬ 
icate hand movements. 


Range; Touch 

Target; You 

Duration: Persistent 

Saving Throw: None 

The Bulwark defense shield resembles 

a high-tech version of the shields 

worn by knights of ofd. Designed to 

absorb kinetic impacts and dissipate 


RP'9i Reaper beam scythe 
Slots: 2; must be hand (or arm if 
Large) 

Cost: 6,600 bp 
Activation: Attack action 
Range Increment; Touch 
Target: Single target within reach 
Duration: Instantaneous 
Saving Throw: None 
The RP-91 Reaper is a crystal carbon 
shaft housing laser and magnetic 
field generators. When activated by 
the mecha pilot, it suspends a laser 
beam within a razor-thin magnetic 
"bubble" shaped like a farmer’s 


luliiirirltiis 



energy attacks, it improves the 
mecha's equipment bonus to Defense 
by an additional +4, 


Bastion v20 defense shield 


scythe. It grants a bonus on attack Slots: 1, must be arm 


and damage rolls. Because the mecha 
wields it in both hands, the mecha 
can apply one and a halftimes its 
Strength bonus to the damage roll. 

Of the damage it deals, half is regular 
damage and half is laser damage. 
Damage dealt with a successful 
melee attack depends on the size of 
the mecha wielding Defensor; 4dio 
points of damage for Large 
6dT0 for Huge, Sdio for 
and lodio for Colossal, 




t 

n, 


Cost: 4,500 bp 

Activation: None 

Range: Touch 

Target: You 

Duration: Persistent 

Saving Throw: None 

The Bastion functions as the 

Bulwark, except it improves the 

mecha’s equipment bonus to 

Defense by an additional -1-6. 


Barricade V 23 defense shield 

Slots: 1, must be arm 

Cost: 10,000 bp 

Activation; None 

Range; Touch 

Target: You 

Duration: Persistent 

Saving Throw: None 

The Bastion functions as the 

Bulwark, except it improves the 

mecha's equipment bonus to 

Defense by an additional +8 and it 

grants heat resistance 10 and ion 

resistance lo. 


Mk.3 Vanguard point defense shield 
Slots: 1, must be arm 
Cost: 13,500 bp 

Activation: None or free action (see 
text) 

Range; Touch 

Target/Area; You or 8-m radius cen¬ 
tered on you (see text) 

Duration; Persistent 
Saving Throw; None 
The Vanguard point defense shield 
protects its mecha as other shield 
components do, and it also uses 
broadcast magnetics to provide a 
semi permeable force field in a larger 
area. Designed to absorb kinetic 
impacts and dissipate energy attacks, 
it improves your mecha's equipment 
bonus to Defense by an additional +4 
and provides a +2 deflection bonus to 
Defense to everyone within 8 meters 
of you, friend or foe. You can turn the 
deflection effect on or off once per 
round as a free action. 

Flight oeaf 

Omtcron 1100 thruster backpack 
Slots: 1, must be back (Large or Huge); 
2, must be back (Gargantuan or 
Colossal) 

Cost: 2,000 bp (Large), 3,000 bp 
(Huge); 4,000 bp (Gargantuan): 

5,000 gp (Colossal) 

Activation: None 
Range: Personal 
Target: You 
Duration: Persistent 









































Saving Throw: None 
The most basic flight system avail- 
abte, the Omicron iioo combines vec¬ 
tored thrusters with military-grade 
avionics, Mechas with this compo¬ 
nent gain a fly speed of 30 meters 
(clumsy). 

K-2E Kestrel maneuver wings 
Slots; t, must be back or shoulders 
(Large or Huge); 2, must be back or 
shoulders (Gargantuan or Colossal) 
Cost: 1,000 bp (Large), 1,500 bp 
(Huge): 2,000 bp (Gargantuan); 

2,500 gp (Colossal) 

Activation: None 
Range: Personal 
Target: You 
Duration: Persistent 
Saving Throw; None 
Kestrel maneuver wings combine 
superior avionics and fly-by-wIre 
technology with a number of finely- 
tuned vectored thrusters attached to 
vaguely wing-shaped appendages, A 
mecha with the Kestrel component 
improves its flight maneuverability 
by one category (clumsy to poor, poor 
to average, etc.} 

D-8 Delta thrusters 
Slots: 1, must be boots (Large, Huge, 
or Gargantuan); 2, must be boots or 
teg (Colossal) 

Cost: 4,000 bp (Large), 6,000 bp 
(Huge): S,ooo bp (Gargantuan); 
10,000 bp (Colossal) 

Activation: None 

Range: Personal 

Target: You 

Duration: Persistent 

Saving Throw; None 

D“8 Delta thrusters combine more 

powerful fusion thrusters to grant a 

mecha a fly speed of 60 meters 

(poor). 

Nimbus 3000 thrusters 
Slots; 1, must be boots (Large or 
Huge): 2, must be boots or leg 
[Gargantuan or Colossal) 

Cost: 8,000 bp (Large), 12,000 bp 


(Huge): 16,000 bp (Gargantuan): 
20,000 gp (Colossal) 

Activation: None 

Range: Personal 

Target: You 

Duration: Persistent 

Saving Throw: None 

The best thruster system currently 

available. Nimbus 3000 thrusters 

offer matchless velocity. They grant a 

mecha a fly speed of 80 meters 

(poor). 


or back 

Cost: 800 bp (Large), 1.200 bp (Huge); 
1,600 bp (Gargantuan); 2,000 gp 

(Colossal) 

Activation: Free action 
Range: Personal 
Target: You 
Duration: 1 round 
Saving Throw: None 
By dumping raw fuel into the 
thruster system, the mecha with this 
component can gain a temporary 
speed boost. The mecha*s fly speed Is 
doubled for 1 round.To gain longer 
bursts of speed, purchase this com¬ 
ponent in multiples. 


Other Components 

Passenger Cockpit 
Slots: 2 
Cost: 500 bp 
Activation: None 
Range: Personal 
Target: You 
Duration: Persistent 
Saving Throw: None 
This component is simply a comfort¬ 
able place inside the mecha for a pas¬ 
senger to sit.The passenger can't do 


vent any of the above by shutting off 
the cameras, locking the hatch, etc. 

Copilot Cockpit 
Slots; 3 

Cost: 2,000 bp 
Activation: None 
Range: Personal 
Target: You 
Duration: Persistent 
Saving Throw: None 
Unlike a passenger cockpit, a copilot 
cockpit allows limited control of the 
mecha's functions, including the abil¬ 
ity to fire the mecha's ranged 
weapons. Melee combat and move¬ 
ment remain under the control of the 
character in the main cockpit Only 
one character may fire each ranged 


1-21 Ml ml wings 



Floo Gazelle 
afterburner system 
Slots: 1, must be torso, legs, 


anything 
other than 
observe the sur¬ 
roundings (seeing 
exactly what the 
pilot sees), com¬ 
municate privately 
with the pilot and 
publically over open fre¬ 
quencies, and leave the 
cockpit as a full-round action. 
As a move action, the pilot can pre¬ 








































Mk,2 Enigma 
sensor suite 
Slots: 1 


weapon each round, but control of 
the weapons can be switched by any 
of the copilots as a free action. 

As with a passenger cockpit, the 
pilot in the main cockpit can ''lock 
out” any of the other cockpits as a 
move action* It takes a Computer Use 
check (DC 25 if the pilot is disabled, 
DC 35 if still active) to switch overall 
control to a copilot cockpit, 

ML 7 Oracle targeting system 
Slots: 1 

Cost: 250 bp (+1), 1,000 bp (+2), 2,250 

bp (+3). 4.000 bp (+4), 6.250 bp (+5) 
Activation: Move action to activate or 
switch 

Range: Personal 
Target; You 
Duration: Persistent 


Cost: 2,800 bp 
Activation; Standard action 
Range: 60 m 

Target; 8 -m radius viewing area 
Duration: 1 round 
Saving Throw: None 
Using 3 combination of thermal 
imaging, X-rays, and ultrasensitive 
vibration sensors, the Mk ,2 Enigma 
component enables the mecha pilot 
to effectively see through solid 
objects. Fine details can't be picked 
up, but a mecha with an Enigma 
suite could tell, for example, that 
three people were crouched behind a 
dosed door, or that an escape tunnel 
runs from one building to another. 
Mechas with an Enigma suite also 
Ignore all concealment, because the 
sensor's computers can filter out 


pilot restraints, and a series of adre¬ 
nal and noradrenal autoinjectors for 
the pilot. In addition to the sensory 
enhancement, the Delphi provides a 
resistance bonus on all saving 
throws: ■¥} for the Mk.3a version up to 
+5 for the Mk.^e. 

HV-5 Haven escape pod 
Slots: 1 
Cost; 750 bp 

Activation; Free action or move 
action (see text) 

Range: Personal 

Target: You 

Duration: 3 rounds 

Saving Throw; None 

The HV-5 Haven escape pod jettisons 

the cockpit and the mecha pilot from 

the rest of the mecha (typically 

because the mecha is about to be 

destroyed)*The pilot can activate it as 

a move action and move normally at 

the Haven's fly speed. Or the Haven 

can be activated as a free action, in 

which case it flies under the pilot's 

direction up to Its fiy speed, but can 

move no further that round. 

The Haven escape pod has a fly 
speed of 30 meters (clumsy), 50 hp, 
hardness lo, and a Defense of 18. 
Three rounds after it jettisons from 
the mecha, it runs out of fuel, land- 


Saving Throw: None 
The standard computer-assisted tar¬ 
geting system, the Mk. 7 Oracle series 
combines holographic displays and 
heuristic target-prediction profiling 
to increase a mecha pilot's accuracy. 
An Oracle system adds an enhance¬ 
ment bonus on the ranged attack 
rolls for the mecha component 
selected by the pilot* The Oracle sys¬ 
tem has five different varieties 
(denoted Mk. 7a through Mk*7e), 
each providing a different enhance¬ 
ment bonus. 

The mecha pilot can change which 
component the Oracle system is 
assisting as a move action. 


environmental effects like fog, ing or crashing as appropriate, 

smoke, and vegetation. 



Mk.3 Delphi sensor/safety suite 
Slots: 2 (for 3a and 3b) or 3 (for 3c, 3d, 
and 3e) 

Cost: 4,000 bp (33), 7,000 bp 
(3b), 12,000 bp (3c), 20,000 bp 
(3d), 30,000 (30) 

Activation; Standard action 
Range: 60 m 
Target: 8-m radius view¬ 
ing area 

Duration; 1 round 
Saving Throw; None 
The Mk*3 Delphi component 
combines a Mk. 2 Enigma sen¬ 
sor (described above) with a heuristic 
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collision avoidance system, enhanced 





















Most of the rules changes for 
Mecha Crusade exist because the 

GAME EMPLOYS THE D20 MODERN RULES, 
BUT USES THEM IN A FUTURISTIC 

SETTING, But if isn't necessary to come up wifh 
new rules just because an element of mecha anime 
looks futuristic. The hovercars of Martian cities might 
look different than the sedans and coupes oftodayf 
but they behave the same. A smart GM can call it a 
hovercar^ but use the existing vehicles in the 
d20 Modern Roleplaying Game^ and no one will be 
the wiser. 

PEBSOHai COMBAT 

The only real difference between a modern-day battle and 
one in the year 2053 is the nature of the personal 
weapons and armor. And while iaser pistols and plasma 
rifles may look flashy they really don't behave much dif¬ 
ferently—or perform much better—than their equiva¬ 


lents in 2003, the mecha genre, personal firearms can 
be remarkably ineffective, with squads of soldiers missing 
3 foe mere meters away After all. there has to be a reason 
to climb into that 5-meter tall experimental mecha wait¬ 
ing in Hangar 9. 

The following ranged weapons are generally available in 
the universe of Mecha Crusade* No new melee weapons are 
prevalent other than the ones mechas use {described in 
Chapter 2). For a description of what these statistics mean, 
see Chapter 4 of the d20 Modern Roleplaying Game. 

Like personal weapons, personal armor hasn't advanced 
much in the fifty years between the present day and 
Mecha Crusade —unless you count the mechas them¬ 
selves, of course. The following armor types are generally 
available in the futuristic setting. Note that there's no 
heavy armor listed. Mechas fulfill that need rather nicely. 

Getting in and out of mechas 

It takes a full-round action to get into a mecha, and a 
standard action to activate its various systems so it can 


Table 3-01: Ranged Weapons 

Damage Cnricti/ Damage JJanje Rate of Magazine Size Weight Restriction 

Type increment fire DC 


Handguns (require the Personal Firearms Proficiency feat) 


Laser burner 

2d6 

20 

Laser 

4 m 

Single 

2 cell 

Tiny 

lib* 

14 

Lie (+1) 

Laser pistol 

2d6 

20 

Laser 

12 m 

S 

10 cell 

Small 

3 ib. 

15 

Lie (+1} 

Laser blaster 

2d6 

20 

Laser 

12 m 

S,A 

20 cell 

Med 

3 ib. 

i8 

Res (+2) 

Heavy laser pistol 

2d8 

20 

Laser 

16 m 

S 

10 cell 

Med 

4 Ib* 

iS 

Lie ("Tl} 

Longarms (require 

the Personal Firearms Proficiency feat) 






Commando carbine*2d6 

20 

Laser 

20 m 

S.A 

30 cell 

La rge 

7 ib. 

20 

Res {t-2) 

Plasma rifle 

2d8 

20 

Plasma 

30 m 

S.A 

30 cell 

Large 

8!b* 

i6 

Res {+2) 

Sniper rifle 

2dl2 

20 

Plasma 

50 m 

S 

10 ceil 

Huge 

35 lb. 

22 

Lie (+1) 

Heavy Weapons (each req 

uires a 

specific 

Exotic firearms Prof iciency feat) 




Light plasma 
cannon 

2dl2 

20 

Plasma 

44 m 

A 

200 ceil 

Huge 

75 Ib. 

22 

Mil (+3) 

Personal rocket 

launcher 

Tod6 



60 m 

1 

4 int 

Large 

10 Ib, 

17 

Mil (+3) 

Laser gatling 

2d 8 

20 

Laser 

40 m 

A 

300 cell 

Huge 

22 Ib. 

21 

Ml! (+3) 


‘This mastercraft weapon grants a +1 bonus on attack rolls. 
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move and fight. It takes a full-round action to get out of a 
mecha, unless you have a Haven escape pod, in which 
case it's a free action. 

_ MECHA COMBAT 

Combat between mechas functions much as It does 
between characters In their street clothes* Characters 
piloting mechas are simply much larger and stronger 
than they otherwise would be, and they can wield truly 
frightening weapons. But they still obey the essential 
rules of d 20 Modern combat. They still threaten squares 
within their reach, take move actions and attack actions, 
duck behind cover for a Defense bonus, etc. 

In some respects, however, mecha combat Is different. 


The following sections describe specific special situations 
involving mechas. 

Piloting and Movement 

In general, mecha pilots don't need to make Pilot checks 
to steer their mechas around the battlefield. But some¬ 
times, a high bonus in the Pilot skill can be a lifesaver. 

The following are some of the ways you can use the 
Pilot skill in combat: 

• When you're trying to move past a foe without provoke 
ing an attack of opportunity, you use your Tumble bonus 
or Pilot bonus, whichever is lower. 

• The Pilot skill is used to defend against a trip attempt 
in the air. 


Table 3-02: Armor 


Armor 

light Armor 

Type 

Sonus 

No nprof. 
Bonus 

Armor 

Pe na tty 

Speed (iz m) 

Weight 

Pti rchase 

DC 

Restriction 

Leather Jacket 

Impromptu 

+1 

+1 

”0 

12 m 

4 lb. 

lO 

—_ 

Light duraweave 

ConceaJable 

+2 

+1 

-0 

12 m 

2 lb. 

13 

Lie (+i) 

Dura weave vest 

Concealable 

+3 

+1 

-2 

12 m 

3 lb. 

14 

Lie (+1 

Medium Armor 

#?einforced vest 

Concealable 

+4 

- 1-2 

-3 

10 m 

4 lb. 

15 

Lie (+i) 

Flight suit 

Tactical 

+5 

+2 

-4 

lo m 

81b. 

16 

Lie (+1) 

EVA flight suit 

Tactical 

+6 

+2 

-5 

lo m 

lo lb. 

V 

Lie (+i) 
















































































































































































































































































Table 3-04; Fught Maneuverability 



Perfect 

Good 

Average 

Poor 


Minimum Forward Speed 

None 

None 

Half 

Half 

Half 

Hover 

Yes 

Yes 

No 

No 

No 

Fly Backward 

Yes 

Yes 

No 

No 

No 

Reverse 

Free 

-2 m 

— 

— 


Turn 

Any 

90^/2 m 

45°/2 m 

45''/2 m 

45^/4 m 

Turn in Place 

Any 

+90°/-2 m 

-h45“/-2 m 

No 

No 

Maximum Turn 

Any 

Any 

90“ 

45" 

45" 

Up Angle 

Any 

Any 

60^ 

4 S° 


Up Speed 

Full 

Half 

Half 

Half 

Half 

Down Angle 

Any 

Any 

Any 

45 '> 

45 

Down Speed 

Double 

Double 

Double 

Double 

Double 

Between Down and Up 

0 

0 

2 m 

4 m 

8 m 


• A successful Pilot check can pull a mecha out of a stall 
[see the Flying Mechas section). 

* A successful Pilot check (DC to) allows a character in a 
copilot cockpit to grant the main pilot a +2 bonus on 
attacks, +2 bonus on Pilot checks^ or +2 bonus to Defense. 

Flying Mechas 

The vehicle rules in the d 20 Modern Roieploying Came are 
entirely appropriate for ground cars and other normal 
forms of transportation. But even a clumsy mecha Is more 
maneuverable than a typical vehicle. 

On the ground, mechas move just like characters. They 
can turn at any time, move in any direction, and stop on a 
dime. But in the air,theyVe more limited* 

Most flying mechas have to slow down at least a little 
to make a turn, and many are limited to fairly wide turns 
and must maintain a minimum forward speed* Each fly¬ 
ing mecha has a maneuverability, as shown on table 
3-04: Flight Maneuverability*The components on a flying 
mecha deterriiine its maneuverability rating. 

Minimum Forward Speed: If a flying mech fails to main¬ 
tain its minimum forward speed, it must land at the end 
of its movement. If it is too high above the ground to land, 
it falls straight down, descending 60 meters in the first 
round of falling. If this distance brings it to the ground, it 
takes falling damage, if the fall doesn't bring the mecha to 
the ground, the pilot must succeed at a Pilot check (DC 20) 
to recover. Otherwise it falls another 120 meters. If It hits 


n note on scale 

Because it's part of the mecha genre, we've adopted 
meters rather than feet as the base unit of linear 
measure. For our purposes, 5 feet equal 2 meters* 
Once you've been playing Mecha Crusade for a while, 
the notion of a “2-meter adjustment” will seem per¬ 
fectly normal. 


the ground, it takes falling damage, Otherwise, it has 


another chance to recover on its next turn. 

Hover; The ability to stay in one place while airborne* 
Fly Backward: The ability to fly backward* 

Reverse; A mecha with good maneuverability uses up 2 
meters of its speed to start flying backward. 

Turn: How much the flying mecha can turn after cover¬ 
ing the stated distance. 

Turn in Place: A creature with good or average maneu¬ 


verability can "spend" some of its speed to turn in place. 
Maximum Turn: How much the mecha can turn In any 


one space. 

Up Angle: The angle at which the mecha can turn in 
any one space. 

Up Speed: How fast the mecha can climb. 

Down Angle: The angle at which the mecha can 

descend. 

Down Speed; A flying mecha can fly down at twice its 
normal flying speed. 

Between Down and Up; An average, poor, or clumsy 
flier must fly level for a minimum distance after descend¬ 
ing and before climbing. Any flying mecha can begin 
descending after a climb without an intervening distance* 
Finally all mechas have no minimum forward speed and 
can hover. 
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Mechas in Space 

In outer space, mechas fly just as they do fn the atmos¬ 
phere, with three exceptions. First, all flying mechas 
improve by one maneuverability category (poor becomes 
average, average becomes good, etc.). Second, all mechas 
can ascend and descend without regard to the limitations 
on Table 3-04, and their speed remains unchanged if they 
do so. Finally, all mechas can hover and none have a mini¬ 
mum forward speed. 


Critical Hits 

Whenever you roll a natural 20 on an attack roll against a 
mecha and confirm your hit with a second successful 
attack roll, you have scored a critical hit. Likewise, when a 
mecha rolls a natural i on a saving throw against a dam¬ 
aging effect, a critical hit has occurred . 

Unlike critical hits to characters not In mechas, a critical 
hit to a mecha may damage the mecha pilot or some of 
the individual components of the mecha. 

When a critical hit occu rs, roll on the following table. 


d% 

Effect 

01-40 

Extra damage. Attack deals double damage. 

41-60 

Flaw in armor found. Damage applied to 
pilot, copilots, or passengers (determine 
whom randomly), not bonus hit points 
from mecha structure. 

61-80 

Component destroyed. Determine which 
one randomly. 

8i“ioo 

Control systems failure. Mecha is stunned 
for id4 rounds. 


Critical hits against characters not In mechas follow the 
normal rules for the d 2 o AAodern Roleplaymg Came. 

Ranged Attacks and Attacks of Opportunity 

Mechas only provoke attacks of opportunity from crea¬ 
tures of their size or larger (Including other mechas) when 
they fire a ranged weapon while in a threatened area. 


Disarming, Stowing, and the Hand Slot 

Any component that uses the Hand slot—and only the 
Hand slot-—can be stowed magnetically against the 
mecha or In a storage compartment as a move action. 
This frees up the hand to perform more delicate manipu¬ 
lation (such as opening a door or pressing a button) or 
grabbing another mecha component. 

Conversely, other mechas can disarm you of a compo¬ 
nent that's only in your hand slot. Other items, such as 
ones mounted on both the Hand and Arm slots, can’t be 
disarmed. 

You can design a mecha that has more components for 
the Hand slots than Hand slots available. You just can't 
use them all at once. 

Ion Weapons 

Ion weapons don't damage a mecha when they hit. 
Instead, they short out important control systems and 
can render a mecha motionless. 

When an ion weapon hits, calculate damage normally, 
but don't apply it to the mecha. Instead, consult the fol¬ 
lowing chart. 


Damage 

Effect 

Repah Check DC 

n-20 

Superficial ionization 

IQ 

21-40 

Minor ionization 

15 

41-60 

System ionization 

20 

61-So 

Major Ionization 

25 

8 n- 

Catastrophic ionization 

3 D 


Ionized mechas are treated as stunned with two excep¬ 
tions: The pilot can take free actions that require no actu¬ 
al movement or attacks, and the pilot can take a full- 
round action to make a Repair check to dissipate the Ion¬ 
ization. if the Repair check succeeds, the mecha can act 
normally on the following round. 


AAfssile Weapons 

Missile weapons (such as Talon missiles) function differ¬ 
ently in combat than lasers and mecha fists do. Unlike 




























them, a missile does not necessarily resolve its attack 
immediately. It must close the distance between itself 
and its target, which might take a number of rounds. 

FiRiPiG A Missile Weapon 

A missile can be fired at any line-of-sight target within the 
range listed for the missile launcher component. The 
attacker designates the missile's target when the missile is 
deployed; the attacker cannot change the target after the 
missile has been fired,The missile moves 140 meters each 
round (average maneuverability) and cannot adjust Its 
velocity for any reason. It takes the most direct route to its 
target and stops only when it hits its target runs out of 
fuel (see below), or explodes. A missile acts on the same 
Initiative count as when it was launched and begins acting 
as soon as it is fired. A missile follows the same movement 
rules as flying mechas (including the better maneuverabil¬ 
ity in space). It will follow its target even if It loses line of 
sight to ft. 

Resolving Missile Attacks: When a missile enters the 
same square as its target, it makes an attack roil using 
the bonus listed In the component description. If the 
attack fails, the missile carries on with the rest of its 
movement (if any), though it cannot attempt to attack 
the target again in the same round. 

MissiJe Fuel: A missile operates for 6 rounds before it 
runs out of fuei and burns out. It can make several 
attempts to hit its target in that time, though not more 
than one attempt each action. 

Avoiding Missile Attacks 

Any mecha can attempt to destroy a missile before it 
reaches the target. All missile weapons have a Defense of 
22 and 30 hit points. A missile can suffer ion damage; if it 
does, it flies straight ahead until It runs out of fuel. 

Missiles are fast, but some mechas are faster. It's pos¬ 
sible to simply move away from a missile until it runs 
out of fuel. 

Another way to avoid a missile Is to force it to strike 
another target. Because a missile doesn't slow down and 


flies directly at a target, it's possible for particularly 
maneuverable mechas to turn more sharply than the mis¬ 
sile can match. If the missile runs Into something while 
it's moving, it makes an attack roll (If the other object is a 
mecha or creature} or simply explodes (if it's a large 
object like a building). 

Multiple Cockpits 

Especially in bigger mechas, more than one person can fit 
inside. Passenger cockpits just allow someone to ride In 
comfort, communicate with the pilot, and see outside via 
fiber-optic cameras. Accordingly, passengers have little 
impact on combat. 

Copilot cockpits, on the other hand, allow someone to 
take an active hand in operating the mecha. The character 
in the main cockpit is the pilot and controls the overall 
movement a nd melee combat for the mecha. Characters 
in copilot cockpits can fire any of the mecha's ranged 
weapons, using their attack bonus (as modified by the 
mecha's size and equipment modifier, if applicable). 

A copilot also can grant the main pilot a +2 bonus on 
attacks or Pilot checks or to Defense if she succeeds at a 
Pilot check (DC 10). 

Copilots act on the initiative point of the pilot in the 
main cockpit. Only one character can fire a particular 
weapon each round. 

Only the main pilot takes damage if the bonus hit 
points from the mecha itself are exhausted. Copilots can 
only be hurt with a critical hit (see below). 

Metabots 

As a full-round action, any mecha with the appropriate 
structural option can join with a metabot—a mecha com¬ 
posed of smaller mecha. 


Real-Life Science and mechas 

Mecha Crusade technology intentionally doesn't 
work the way it "should*' in the real world. Weapons 
have unrealistically short ranges, power supplies are 
almost nonexistent, and—true confessions time— 
many of the “scientific" descriptions of the weapons 
are just collections of buzzwords. History hasn't seen 
an effective animai-shaped mecha since the Trojan 
Horse. 

The source material embraces these genre conven- 
tionSj and so does the Mecha Crusade game. Even 
though modern missiles can hit targets from miles 
away, mecha combat is often a face-to-face encounter. 
And it makes for a better game If the mechas have 
melee combat as a tactical option, rather than simply 
lobbing shells at radar-screen blips. 
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Only Large and Huge mecbas can form mechas. From 
three to six Large mechas form a Gargantuan metabot, 
and three to six Huge mechas form a Colossal metabot. 
The mechas that combine to form the metabot can only 
do so in one specific way. If any mechas are missing, the 
metabot can’t be formed. 

Metabots are essentially completely different mechas; 
they don't need to have the same weapons or other com¬ 
ponents as the smaller mechas {although they often do). 
They are almost always made from the same material 
and have the same structural options as the mechas that 
joined together to make them (except for the join with 
metabot structural option, which they’re too large to 
have). The metabot must also have one copilot cockpit for 
each mecha that joined together to form it. 

The advantage to the metabot is Its immense build 
point budget. Each mecha contributes Bo% of its build 
points to the metabot. For example, four Huge 20,000 
build point mechas could join together to form a Colossal 
64,000 build point metabot. 


One of the pilots is responsible for movement and 
melee combat of the metabot; which mecha pilot 
becomes the main pilot for the metabot is decided when 
the metabot is designed. Other characters in copilot cock¬ 
pits can operate ranged weapons, other components, or 
assist the main pilot as described in the Multiple Cockpits 
section above* All the copilots act on the main pilot's ini¬ 
tiative point* 

A character In any of the metabot's copilot cockpits can 
break the metabot back into its constituent mechas as a 
full-round action. 

Damage and Metabots: If some of the mechas that 
comprise the metabot took damage before joining, the 
metabot has correspondingly fewer hit points as well 
Subtract only damage the mechas took; characters inside 
the mechas may still be hurt, but their missing hit points 
aren't reflected in the metabot's hit point total* 

If the metabot takes damage, then breaks down into its 
original mechas, simply divide the damage taken equally 
amongthe mechas. 
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Fifty years from now, the solar sys¬ 
tem IS AT WAR, Thriving colonies on MarSf the 
asteroid belt, and the moons of Jupiter have forcibly 
severed ties with an overcrowdedt authoritarian 
Earth. Desperate for raw materials and concerned 
that political unresf will spread to the teeming mass- 
es at home, Earth*s government has vowed to bring 
the colonies back in line. But just as strident are the 
colonial leaders, who see their future among the stars. 

War was declared months ago, but so far only a handful 
of skirmishes have been fought as both sides refit their 
factories to crank out weapons and armor.This war will 
be fought in the darkness of outer space, the polluted 
megacities of Earth, and the frozen sands of Mars. Never 
has a war had such inhospitable, dangerous battlefields. 

Thus, mechas will be the dominant force in the coming 
war. Brave pilots can take them everywhere from the 
depths of the oceans on Europa to the heat of green¬ 
house-choked Venus. They wield weapons no ordinary sol¬ 
dier could lift, much less use.Their jetpacks give them 
unparalleled maneuverability and speed. And they can 
shrug off bombardments that level the landscape around 
them. As the war progresses, most generals will learn that 
the only way to stop a mecha is with another mecha. 

The Solar System War of 2053 provides a mix of mecha 
and non mecha adventures for d2Q Modern characters. 
Characters can act as spies, infiltrating enemy research 
facilities to steal prototypes and experimental designs. 
They can try their hand at diplomacy, making sure that 
the fragile alliance between colonies scattered across the 
solar system stays united against the oppression of the 
Earth government. 

But eventually characters will strap themselves into their 
mechas, where they'll fight everything from dug-in Earth 
troopers to starship interceptors to Earth's mecha-equipped 
elite soldiers. They'll fight in the ocean depths, in outer 
space, and among rubble-strewn cities and colony domes. If 
the heroes fight well, Earth trooper and Colonist partisan 
alike will recognize their mechas on sight. 


_ THE NEXT FIFTY YEilBS, IN BRIEF 

It's easier to predict the future a century away than a year 
away, so Mecha Crusade deliberately leaves vague the 
ea riy pa rt of the st ce ntu ry. Suffice it to say t h at t h e 
trend of globalism picks up speed, and by the 2030s most 
people identify themselves with super-regional entities 
(European Union, Organization of African Unity, etc.) 
rather than nation-states. National identity remains 
important for cultural reasons—Germans still speak 
German, and Americans still celebrate Thanksgiving—but 
nations fade as political entities, with most Important 
decisions made on the regional or global level. 

The 2020s and 2030s are decades of unparalleled 
exploration of the solar system. Beginning with a manned 
mission to Mars in 2020, experimental habitats grow into 
research installations and eventually into full-fledged 
colonies. When the Solar System War begins in 2053, 50 
million live beyond Earth, mostly on the moon and Mars. 
Low-gravity manufacturing techniques and exotic 
material available only off-Earth transform these colonies 
into economic powerhouses, boasting a standard of living 
that only the enclaves of Earth's ultra-rich can match. 

Back on Earth, overpopulation runs rampant. Shortages 
of fossil fuels, food, and other raw materials create an 
economy of scarcity, and billions go to bed hungry. Earth's 
governments become monolithic, authoritarian regimes 
in response to crisis upon crisis. By 2039, the trade bal¬ 
ance between Earth and the Colonies has reversed, with 
the colonies sending more goods to Earth than they 
receive in return. 

A dictatorial Earth government beset by deadly pollu¬ 
tion, ecological crises, and a restive populace relies on eco¬ 
nomic support from the Colonies throughout the 2040s. 
The colonies ship high-tech goods, potent medicines, and 
raw materials (mostly metals and uranium from the 
asteroid belt) down the gravity well to earth—at first 
earning handsome profits for their efforts. But gradually 
Earth insists on more advantageous terms, and by 2050 
the colonies are shipping much of their wealth to Earth 
and receiving nothing in return. 

In the mid-2040S, the first '"soiar" generation comes of 
age: colonists'children born and raised away from Earth. 
















































They see their parents working themselves to exhaustion 
and their native worlds strip-mined—all so Earth doesn't 
have to solve its own problems* Accordingly, they ques¬ 
tion the whole Earth/Colonses relationship* Once out from 
under the thumb of Earth, the Colonies would thrive like 
never before (say the young) or at least like they did in 
the 2030s (say older colonists)* 

While the colonists debate their future, Earth's leaders 
iisten***and they don't like what they hear. Paranoid about 
disruptions to the flow of goods, Earth's secret police 
ruthlessly crack down on colonial dissenters. Some are 
imprisoned^ some are forced back to Earth, and some just 
disappear. Earth mobilizes division after division of 
''peacekeepers/' and every Installation of any size among 
the Colonies soon has an Earth garrison with a mission to 
crush dissent and keep the goods flowing. 

Almost overnight, the future of the colonies shifts 
from an abstract philosophical question to a cause 
worth fighting for. Even apolitical or Earth-loyal 
colonists are appalled at armies in the streets, ruinous 
tribute payments, and series of funerals for assassinated 
colonial leaders. Colony after colony announces Its 
intention to force the garrisons out, end mandatory 
shipments to Earth, and sever political ties with the 
mother planet. Negotiations throughout 2052 Just 
ratchet up the tension* And the war begins in February 


of 2053 when an Earth garrison, seeking "terrorists/' 
seizes control of one of the Moon's colony domes. They 
depressurize it, killing an estimated 20,000 colonists. 

THE SITUATION TODAY 

Since February, a few short battles have been fought, but 
both sides are gearing up for total war. Some of Earth's 
garrisons withdrew rather than be surrounded by a 
hostile populace, millions of miles from home. Others 
tried to seize control of the colonies they guarded, and 
some just fortified their bases, waiting for further orders* 
On both sides of the conflict, rumors swirl that the open¬ 
ing moves of a massive Invasion are just days away— 
although the rumors never seem to agree on who's Invad¬ 
ing whom* 

Earth outnumbers the Colonies by a 200 to 1 margin, but 
the colonists have some key advantages,They have a 
stronger industrial base, and they're spread out over hun¬ 
dreds of millions of miles. They also have a well-educated, 
loyal populace strongly motivated to win the war. Earth, on 
the other hand, has an overwhelming numerical advantage 
but a population that's ill-fed, ill-equipped, and disinclined 
to make sacrifices for a war among the stars. 

The Colonies face a set of significant problems, how¬ 
ever. The fact that they're spread out on two moons, a 
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pianet, and hundreds of smaller installations across the 
solar system is a double-edged sword that makes rein¬ 
forcement and coordination difficult. And the colonial 
leadership on Europa doesn't necessarily consult with 
their Martian or Lunar counterparts before launching an 
offensive. Earth's military, on the other hand, is 
omnipresent and well-organized.The average Colonia 
soldier Is better at her job than the average 
Earth draftee, but the Colonial military 
lacks the training and expertise of 
Earth’s elite units. 

Finally, it's a bit of an oversimpli¬ 
fication to describe the Solar 
System War as a battle between 
Earth and the Colonies. Some 
minor nations on Earth provide 
tacit or overt support to colonial 
aspirations, and some smaller 
installations across the solar sys¬ 
tem stayed loyal to Earth. And 

some places (most notably Switzerland and the Lagrange 
Space Habitat) maintain strict neutrality. 



army onto Madagascar to try to destroy the space- 
launch facilities there.This will be a massive operation, 
involving tens of thousands of troopers and thousands 
of mechas. Assigti the characters a limited but impor¬ 
tant objective during the invasion. They may have to 
seize (or guard) a stationary missile site, strike a heavily- 
guarded supply depot,or even launch a diversion attack 

somewhere far away from the actual inva¬ 
sion.The overall battle will probably 
be a chaotic, see-saw affair, and 
the heroes will probably have to 
act without support from the 
rest of the military for several 
days. Adventures built around 
invasions are particularly good 
for players who want to feet like 
they're part of a larger effort, and 
players who are keenly interested 
in the overall status of the war. 

• Patrolling the Front. Whether 
the big invasion Is successful or not, the front will eventu¬ 
ally stabilize, and the heroes may be assigned to guard 
some part of It. This is a good opportunity to ground the 
characters In a particular environment, whether it’s ter- 
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ADVENTURES DURING THE WAR restrial or in outer space. The characters will learn the 


The number of missions that characters can undertake to 
advance the cause of freedom is limitless.The following 
are some broad categories. 

* Opening Moves. The heroes are just getting used to 
their mechas when the war begins, and likewise the two 
armies are just learning the importance of mechas in 
combat.The heroes may face some nonmechanized oppo¬ 
sition, such as Earth garrisons they must dislodge from an 
important colony site. Fighting ordinary troopers armed 
with guns (and, more dangerously, crew-served heavy 
weapons) gets the characters (and consequently the play¬ 
ers) used to the power of their mechas. The characters 


finer points of fighting in the particular environment 
while they deal with large assaults, attempted infiltra¬ 
tions, enemy patrols, and massive bombardments. It's also 
a good opportunity to give characters a wide variety of 
foes, including enemy mechas, masses of unarmored 
troops, and vehicles such as fighter planes and starships. 
The front is a versatile place for adventure. At a moment's 
notice, the heroes can be thrust into almost any tactical 
situation. 

• Commando Raid. These missions, among the most dan¬ 
gerous, send the characters far behind enemy lines to per¬ 
form 3 mission of strategic importance: sabotage an 
under-construction battle cruiser, destroy a supply depot, 


might also do some Impromptu diplomatic work, convinc- or capture high-ranking leaders in the Earth army or 
ing smaller installations to join the cause of colonial free- secret police. Commando raids often employ stealth and 
dom. Maybe the heroes are ordinary civilians, and in their subterfuge, often disguising themselves to reach their 
first ''mission''they take It upon themselves to sneak into target. Because such missions take place away from the 


an Earth-loya! armory and steal the mechas In storage 
there. Whatever you decide, you should give the players a 
sense of the versatility of their mechas by creating 
encounters that ask them to move around, absorb dam¬ 
age that would kill unarmored characters, and do things 
they couldn't otherwise do. 

• The Big Invasion. One of the first major events in a 
Mecha Crusade campaign will be a massive invasion 
that begins the war In earnest. Either side can Invade 


front, the commandos are dangerously exposed to a mas¬ 
sive counterattack. Most commando teams rely on the 
speed and maneuverability of mechas to escape an entire 
enemy army focusing on them. Because they offer con¬ 
centrated small-group battles and a reasonable degree of 
autonomy, commando raids are good missions for players 
who relish combat after combat. 

• Cloak-and-Dagger Work. Spies are invaluable in 
wartime, and characters with useful skills {Hide, Move 


the other; Earth could attempt to seize the Martian cliff- Silently. Disguise, Bluff) can serve the war effort by uncov- 

domes of Valles Marinerls, or the Colonies could drop an ering enemy plans, stealing prototypes, and reporting 
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troop and supply movements. Most spy work occurs out¬ 
side a mecha, but if the characters are seeking new 
mecha plans or commandeering experimental enemy 
mechas, they'll get the chance to strap themselves into 
armor—probably just in time for the climax to the adven¬ 
ture. Spy adventures are particularly exciting for players 
who want to spend time inside and outside of their 
mechas. 

• Cadre Assignments. If the characters ascend through 
the ranks and develop a reputation as effective mecha 
pilots, they may be given new recruits to train. The char¬ 
acters must teach the finer points of mecha combat to 
their students, keep class rivalries and other Intrigues to a 
minimum, and shepherd them through their first battles. 
For players who enjoy command and military planning, 
cadre missions are particularly effective—they get to 
actually command a bunch of NPCs, and they can set up 
training regimens and battle plans as they see fit. But 
other players might find it cumbersome to have to worry 
about a bunch of low-level NPCs. 

* Guerrilla War. For one side or another, the war may 
eventually go poorly. The char¬ 
acters may find themselves 
forced into hiding—especially If 
they're in a remote part of Earth 
or on an isolated colony. From a 
hidden base, the heroes will use 
their mechas to strike at the 
enemy’s supplies and rear-eche¬ 
lon troops, disappearing before 
they can mount a counterstrike. 

The characters will have to 
operate without access to the 
supplies, facilitieSj and gear of 
an organized army, but they 
have a degree of autonomy that 
soldiers in the army only dream 
of. If your players are fiercely independent and like the 
idea of scrounging mecha parts from the wreckage of 
their foes, guerilla adventures are a good choice. 

Adventuring in a Military Setting 

The MechQ Crusade cam paign assumes that the charac¬ 
ters are either part of the colonial military or closely allied 
with them. A military campaign differs from a traditional 
rolepiaying setting in the following ways. 

Taking Orders: Rather than enticing the characters to 
launch a new adventure (and hoping that the promised 
reward is enough to motivate them), you can simply use a 
high-ranking NPC to order them into action.This neatly 
solves the question of character motivation—"why would 
my character willingly put himself in harm's way?"—but 
some players perceive It as heavy-handed. 


Because players can be stubbornly independent, it's 
best to give the characters additional motivation to tackle 
a mission beyond "following orders.”The chance to 
explore a new environment or a shot at taking down a 
hated foe are good secondary motivations. Promotions in 
rank, transfer to a prestigious unit, or medals and decora¬ 
tions are good motivators, too. You don't have to bribe 
your players into undertaking missions, but you can use 
secondary motivations to subtly reinforce the notion that 
it's a good idea to follow orders. 

The players will be keenly aware of one reward at your 
disposal: more build points for their mechas. You can 
promise better mechas If the characters undertake this 
mission. Issue the characters better gear beforehand, or 
even have the character capture better mechas in the 
process of achieving the mission objective. But don't feel 
obligated to give the characters more build points with 
every mission. As long as your characters' mechas are 
within a few levels of the build point values suggested in 
Chapter 3, your campaign is on track. 

Ranks Among the Heroes: Not only are heroes under the 

authority of NPCs of higher rank, 
but it's possible that they won't 
have the same rank as the other 
player characters. One player 
character might be a captain in 
charge of a whole platoon of 
mechas, with the other players 
comprising his staff officers and 
trusted sergeants. But if one 
player can give orders to every 
other player at the table, that 
player risks crowding everyone 
else out of the spotlight. Again, 
players can be stubbornly inde¬ 
pendent, and they may resent 
orders from another player as 
much as they resent orders from NPCs. Tread carefully 
whenever you put one player in “command" of another, and 
consider the personalities of the players involved. 

Often, it's simplest to just keep all the characters at the 
same military rank. But in an ongoing campaign, this 
approach may strain credulity after a while. It’s unusual 
for four captains to go into battle together, for example, 
much less four majors or generals. The best solution is for 
the player “in command" to agree—out loud and ahead 
of time—to not throw his weight around. Heroes in com¬ 
mand will consult with their subordinates more than real- 
life commanders do, and they’ll allow their fellow players 
a high degree of autonomy. (Player characters in com¬ 
mand can be absolute tyrants to low-ranking NPCs, if 
they like—rank should have its privileges.) 


























The sort of hierarchy demonstrated in the Star Trek tele¬ 
vision shows is a good example of this kind of drama- 
based command. The captain of the Enterprise Is in com¬ 
mand, but he defers to crewmembers with expertise he 
doesrVt have. Important decisions are usually reached 
after consultation and consensus. And when the captain 
barks out an order, it's usually an order to do something 
that the crewmember would have done anyway. 

Ultimately, the degree to which you want to emphasize 
the military aspect of the Mecha Crusade campaign is up 
to you. J u st m a ke s u re that C M a nd playe rs ta I k a bout 
this issue beforehand. Roleplaying sessions set in a mili¬ 
tary setting can bog down in the details of command or 
break apart as the 
players of subordi¬ 


• Rivalry in the Ranks, Sometimes the best antagonists 
are the ones who are ostensibly working on the same side 
as the heroes. When the characters are away from the 
front lines, they'll still have to contend with with other 
mecha pilots in their unit. Rivalries have their seeds in the 
gamut of human emotions: jealousy, anger, a perceived 
[or real) slight, and so on. An unscrupulous rival can make 
the heroes' lives miserable in any number of ways: sabo¬ 
taging their mechas, bad-mouthing them to superiors or 
comrades, or interfering with the heroes' duties. At first 
the characters might not even know who their rival is, if 
it's someone who harbors a secret grudge against the 
heroes. Eventually, the rivalry will probably lead to an out- 

and-out fight, whether 
it's a cowardly double- 


nate characters 
resent the power 
wielded by players 
of higher ranking 
characters. 

Adventures Away 

FROM THE 

Battlefield 



cross in the middle of 
battle or a gladiator- 
style "duel'' on an 
unused training field. 
But the longer you let 
the rivalry simmer 
before it comes to actu¬ 
al blows, the sweeter 
the payoff of the final 


Even though war 


confrontation is. 


rages across the solar system, there's plenty for adventur¬ 
ers to do away from the din of battle. 

• Alien Contact.The timing is unfortunate for 
humankind, but researchers find preliminary evidence of 
life in the chilly depths of Europa's ocean.The characters 
might lead an undersea expedition to make first contact 
with well-hidden tentacled creatures, or perhaps they are 
hired as guards to make sure Earth agents don't disrupt 


the research. 


Alternatively, maybe the aliens aren't from the solar 
system at all.They may arrive in a vast battleship armada, 
ready to conquer and enslave Earth and Colony alike. The 
characters might be able to avert the invasion, convince 
the aliens to attack only Earth, or steal advanced technol¬ 
ogy from them. 


• New Colonies. Even during a war, new installations 
spring up wherever there's a resource worth extracting or 
a scientific curiosity worth studying. Characters who get 
in on the ground floor of a new colony will have to keep 
the peace among their fellow colonists and deal with 


environmental hazards and other risks of living far from 
civilization. Even if they're far from the front, the charac¬ 
ters will have to be alert for attacks or infiltration from 
Earth. Such an adventure might have a "Wild West" feel to 
it, with the characters in the role of sheriff, responsible for 
taking care of the community without any help from the 


outside world. 


Other Settings 

You don't have to use the Solar System War as a backdrop 
for your campaign. Other campaign ideas include: 

Exploring the Stars: Because they excel in a number of 
hostile environments, it's likely that mechas would be an 
important part of a space exploration effort. You could 
center a campaign around a huge starship sent beyond 
the solar system to explore new worlds in other systems. 
Such a ship would have a few mecha squadrons to pro¬ 
tect the explorers and deal with exotic, dangerous plan¬ 
ets. Each adventure could center around the exploration 
of a particular planet, which could harbor anything from 
an advanced alien civilization to an insidious virus or 
huge, hostile carnivores. 

What You Should Do: If you want to run this sort of 
campaign,you’ll need to develop basic rules for starships 
(perhaps adapting the rules in the Stc?r Wars Rolepioying 
Cijme), and you'll want to develop unique ecologies and 
hazards for each planet the characters visit. Over time, 
you'll develop key members of the ship's crew as recur¬ 
ring NPCs. 

Mectha: Merging man and machine is a dangerous 
business, and perhaps the programmers who built the 
mechas in the first place had more sinister designs. In this 
campaign that crosses traditional mecha action with the 
horror of the Cali ofCthuihu game, a secret society Is try¬ 
ing to bring the end times near and invite the Elder Ones 





































to dine on humanity,The characters must use their 
mechastoface down all sorts of unspeakable horrors— 
even though they risk their sanity every time they strap 
themselves in. 

What You Should Do: Coming up with scary monsters 
to fight and adapting the sanity rules from the Call of 
Cthufhu game are two important tasks for the CM before 
the campaign begins. It'll take trial and error to find the 
right balance between cerebral horror and fast-paced 
mecha action. Fundamentally, it'll be difficult to scare 
characters encased in high-tech powered armor, but the 
payoff should be worth it. 

Mecha Gladiators: The society of the future is stable, 
prosperous, and bloodthirsty.The characters are mecha 
pilots who due! professionally in a sport that's equal 
parts boxing, reality television, and NASCAR. Each 
gladiator has a support staff of technicians 
that perpetually tinkers with his mecha, try¬ 
ing to eke out every advantage in a duel 
Because the duels are massively tele¬ 
vised, high-level mecha pilots are super- 
stars, instantly recognized by millions 
of fans.The promoters and network 
executives take great pride in com¬ 
ing up with “interesting'' (read: 
deadly) environments in which 
the mecha pilots fight. 

What You Should Do: A gladia 
tor campaign requires very little 
in the way of new or adapted 
rules, which frees up more time 
for the CM to devise entertain¬ 
ing arenas for the battles and personalities for rival 
mecha pilots. 

Servomotors and Sorcery: Some unexplained phenome¬ 
non sends the mecha-equipped characters into a D&D 
world—or it infuses a mecha-friendly near-future setting 
with magic and fantastic creatures. If you've ever wanted 
to pit an ancient red dragon against 20 tons of compos¬ 
ite-fiber powered armor,this is the campaign for you. 

What You Should Do: Many of the interactions between 
magic and mecha should be straightforward, but you'll 
want to address topics like spell failure chance, damage 
reduction, magic enhancement bonuses, and so on ahead 
of time. Vou'll also need to decide exactly how the mix of 
fantasy and high-tech happened, and to what degree 
users of each "technique''understand the other. If you're 
putting a lot of mecha technology Into a fantasy setting, 
you'll want to give some thought to what sort of mechas 
the elves, dwarves, and other fantasy races will use. 
Finally, look through the Monster Manual for exciting foes 
for mecha-equipped characters. 


EXPERIENCE AND ENCOUNTERS 

Handing out experience points at the end of a Mecha 
Crusade session is relatively straightforward. Every foe the 
characters faced has a Challenge Rating (CR), and cross- 
referencing the enemy's CR with the level of the charac¬ 
ters on the table in Chapter 8 of the d20 Modern 
Rolepiaying Game determines how many experience 
points the player characters collectivefy receive. The player 
characters then divide up the experience points equally, 
assuming every character was present at the beginning. 

But even a high-level CM character doesn't pose much 
of a challenge if the enemy doesn't have a mecha and the 
characters do. Nor is it much fun for the players if they 
get trounced by a low-level character with no build point 

limit on her mecha. 

The experience point sys¬ 
tem assumes that in general, 
CM characters who use 
mechas have build points to 
spend equal to their level -1 
on the build point budget 
table in Chapter 2. For each 
two levels above or below 
that build point level, add or 
subtract i level of CR. 

For example, Yukoo is fac¬ 
ing an Sth-level CM charac¬ 
ter known only as 
Totenkopf. For an ordinary 
encounter, Totenkopf's 
skull-adorned mecha should 

be worth about 23,100 build points^a typical build 
point budget for a yth-level character. If Totenkopf has a 
mecha worth 30,600 build points, Totenkopf becomes 
CR 9, not CR 8. 

For most Mecha Crusade campaigns, most experience 
will be earned by fighting mecha-equipped CM charac¬ 
ters. But don't neglect nonmecha foes; send the charac¬ 
ters on an adventure from time to time where using 
mechas is impossible or impractical. 

If the player characters are in mechas and the CM char¬ 
acters aren't, the encounter probably isn't a challenge. 

The high hardness of mecha skin and the prodigious 
damage from mecha weapons will ensure that any 
mecha vs. non-mecha fight will end in a quick victory for 
the mechas. You can add variety to your encounters, 
though, by adding a few deadly foes that aren't just bad 
guys in powered armor. 

One easy way to do this Is by creating hovertanks, air- 
defense drones, and other armored foes that aren't 
mechas. The dirty little secret? Design them as you would 
any other mecha, but describe them differently to your 















players.They never need to know that the death tank 
they just faced had statistics identical to the Bismarck 
mecha (described in Chapter 3). 

You also can loot good encounters from other d2o 
System games. If you want to have a spaceship vs, mecha 
dogfight, just borrow X-wings from the Star Wars 
Rolepfaying Came —the mechas were designed to make 
good opponents for those starships. And if your campaign 
features more fantastic elements^ take a monster or two 


cah Perhaps a wing of wyverns has escaped from a genet¬ 
ics laboratory and rampages across the city until mecha- 
equipped law enforcement arrives to stop them. 

Whether you take starships or sphinxes from another 
d20 game, run some playtests before you set the CR. 
There's no formula you can apply to set CR within a game, 
much less between two games designed for different 
genres. Fighting the encounter over and over again is the 
only way to properly assess CR. 
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There Were Giants in Those Days Part Four: Aesgir^ S]>ear of the Ooris. By Dennis Detwiller 
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!lc ae hell '4I&SD' t when I la^t saw hlm^ l^y 

that Caen looked 1-ike a landfills Aes,(^ir had 

tan>;led with a dun^h of Jerman 3dpers> and har'dly any 
thins was left. Monty demanded tnure before 

men moved in 
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The kid- was a killer, always tatkins to that or a ay 
opear of his- ^hen he wasn't throwing it thronsh tanka 
or impaling Naais on it. of coarse- Aes^tT two 

handred of his men foa^^ht a war of attrition in the 
depths of Caen, and there was little we codld do for 
them- They were, if yoa^ll eKCUSe me for saying it. the 

a pearhead* 
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They ripped through the entire 12 th SS. and elements of 
the A.VX Korpa, deetroyins ■-^ana. tanks and men- The few 
Allied a 0 1dier B who remained alive be^an to look at the 
kid from Horway as a Jod. They besan to do risky thin^^s 
aa demands piled op from headqaa rte re - They oesan to 

a little orasy- 
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f-; 


-4 . >. 



the time 
to save. 


we cad^ht dp with them, taere was no one 
The Germans and Allies had obliterated each 
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other-- - 




































No one that the invasion of 

Nor^way cotiid ‘^ive oirth to socnethin^ 
so powerfal* ffhen the iJaais rolled 
in and be;r;an they woke 

aomethia.^- 




Ghdrohill .^o t the news that the Noxwe^ian Talent had 
a JT reived in Eii'^land in but the event remained 

shrouded in eeoreoy for weeks* No one knew why* Jt 
ate the old nian up. havin'^: to make that choice, 
fark the kid up to some hoarding school or place 
hie nearly limitless power on the frontline* 



The British people were expect inj-: some pitiles s 

warrior fresh from the front. 



Not a thirteen year old with a statue prop spear. 
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gy the time the war started Xn earnest* 

M 

ffcsr^ian Talent had v^rown. Call int- himself 


foat^ht alongside 
. in North 

Hitler lived ander the 
no 5dperhumans» 
n a m b e r two man in the 
0 razed leader was obsessed 

cspeoialXy with 


b r 

oa and 
de1 as ion 
drew 

heioh. 


the Hor 
'^Aes^ir^' 
forces at Norsk- 
in Crete, Al tho ajj^h 
that the Allies had 


t he 


of 
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attention 
Ch 

the youn^: man 
spear.*. 
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The 
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Like Aesr.ir, the spear failed to save 
H i mm ler. ffhen Je r ma n y fell, he took the 
coward^s roate and committed saicide* 

The opear was never foand... 
it's hard to clearly see why all these 
thing's happened* It all seems so crazy now, 
k lot of as didn't make it- and some who 
did woald have been better off otherwise* At 
least the kid died for somethin^r: he believed 
in*** let me tell yoa a boat another t;ay*,* 


Next Issue: Vogel, the Bird 


Himmler was certain the spear was the 
*' 3 pear of IJcstiny'^, tne weapon used 
to stab Jesas Christ on the cross* 
Le^cend had it that any army which 
entered battle with the 3 pear of 
Destiny before it coaid not be 

defeated♦ 

For years. Himmler maneavered to “^tain 
possession of it* Twice. Cerman airtents 
am Dashed Aesv^ir and ansaccesfally 
attempted to captare it. 
iVhen word came oack in 194 k that the 
Norwev:ian was pinned down in Caen, 
Himmler threw everythin^' ne coaid at 
him, in the napes of captarins^ the 

object of his obsession. 

After losin-^; several thoasand men. 
Cerman av:ents managed to smat^'le the 
spear oack to Berlin, where it was 
placed on the wall of Hi mm I e r ' s 
rained office. Germany's army enjoyed 
no ^"ood favor from it* ^aybe Himmler 

tnoairh it waald help him*.* 

















Sometimes it is easier to play out D&tD battles using miniatures on a battle mat. If you do not collect miniatures, you can 
use these Tokens to represent monsters. All of the monsters below are from adventures appearing in this issue. To use, cut 
carefully along the dotted lines. When a monster is slain, flip over the token. Color photocopy this page to make multiple 
monsters of the same type. Permission is granted to photocopy these tokens for home game use only. 


Me zzolo til 


Yuan^Xi ipuriiitiood) 'Yuaii“Xi ^ PuTKbboci) 


li Yuan-Ti iHaJfbiDDdi 


Mjgmn. PiLr2Ui3emcinijl 


© 20 OE. Wizards of fhe Coast, Inc. AEt rights reserved 


til: 

i 

* ' ^ • 













Mr J 






1 





1 

■ ^ 

i 


S 

V 


»/ v 





















MONSTER TOKENS—SET #8 
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